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Introduction 


This homebrew guide has been a massive undertaking and a favorite project of mine. | am absolutely aware that 
this homebrew is and will be an effort to get through. The project goal was always aimed to be the size of a sell- 
able book packed with homemade lore, information, and even some nice prose. | do this out of passion, out of 
creativity, and as a chance to hone my craft without the pressure that my writing career currently demands from 
me. All-in-all, this is for you, the Game Masters and the Players. 


Vengerberg is not canon. While | pick from lore as a foundation, much of the content in here is homebrew. 
There’s no right way to interpret the contents of this book. You and your players can take this and mold it, 
reinvent it, or throw it out all together. 


What’s Inside? 
Vengerberg is a big undertaking with a lot of content. Inside this document you can find a fully fleshed out setting 
guide from not just the city of Vengerberg but also Lower Aedirn. 


How Can I! Use This? 

f you’re a Game Master and are interested in this project, then the aim of this guide is to save you as much prep 
time as possible. Now, running someone else’s world whether it’s published content or unofficial content is not 
easy. The best possible way to make use of all this information is to make it your own. 


However, having a book that can nip a lot of the amount of prepwork you need to do can help speed up a lot of 
time. This book, including its short fiction, adventures, settings, and plot threads can generate months or even 
years worth of content depending on how often your group meets. 


The Setting 

Vengerberg by default takes place in a cold, foggy, alpine country plagued by constant death and destruction. 
Imagine medieval Germany or Switzerland. Vengerberg itself is a mashup of many European cities set in the 
Renaissance era with the largest inspirations when writing being a mixture of Prague, Zurich, and Berlin. 


More inspirations from fiction comes from Mistborn by Brandon Sanderson and the First Law and Age of 
Madness trilogies by Joe Abercrombie. 


The city is grim and dark. Oppressive and terrible. However, the setting is dark and grim not to make the players 
also feel oppressed and miserable in what should be a fun time at the table, but as a means to rebel against 
issues and ideas they feel unable to in their own, real, lives. The grimdark tone of the setting is like practice for 
life: alone or with some friends you can make your immediate world just a little brighter even if the rest of the 
world is ignorant to the epic stories you’re living. The change you make is for yourself, to survive another day and 
whatever that leads to around the next corner until the day you go back to the mud with the rest of the dead. 
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It ls What It Is 


A Short Story by Danny to set the mood 


“Shit!” Vik squaked. The Cockatrice lunged at him 
now, beak wide. 


Vik side-stepped, white-knuckling the hilt of his 
silver sword as the blade found its mark against the 
beast’s leg with a wet click. The Cockatrice, the 
lumbering great bastard he’d been tracking for a day, 
gave out a shrill cry that made Vik want to plug his 
ears. But Vik wasn’t letting this fight up. He had a 
contract and all waiting for him back in Vengerberg. 


Vik made the sign of Igni and threw his hand out, 
the symbol shimmering in the space between him and 
the Cockatrice for a brief moment before turning into a 
sprawling wave of white-hot fire. The Cockatrice 
recoiled, neck up and beak tilted down at him. Its 
black eyes shimmered white for a moment before the 
fire turned to smoke around it. 


“Shit,” Vik muttered, and the Cockatrice whipped its 
tail and sent him hurtling down the hill. “Gawh!” Vik 
cried as the world spun and flipped and whirled 
around him, his body smashing into every rock and 
branch on the way down the slope. The Cockatrice 
tumbled down with him, slipping and sliding in the 
freezing mud. 


Vik managed to grab onto a root, nearly wrenched 
his arm stopping his weight from tumbling any further. 
He braced, gripping the sword that had somehow 
stayed in his hand by some miracle. Some miracle he 
didn't stab himself either, but Vik didn't want to think 
about that now. “Come on bastard,”he breathed, 
watching the Cockatrice come barreling at him now, 
beak open, ready to take another chunk out of him. 


Vik leaped, thrusting up, the blade’s tip plunging 
right through the open mouth and up, up into the 
brain. The Cockatrice’s eyes went cross and it’s legs 
stopped. “Got you now!” Vik cried, then he added: 
“Sh.” 


The Cockatrice’s body crashed into him like a 
boulder and they both came crashing down at the 
base of the hill. Pain stabbed through Vik’s body as he 
landed, twisted, the Cockatrice also landing, twisted, 


on top of him. His left leg was pinned and throbbing, 
and his bad now leg now became his good leg. His 
sword came loose during the tumble and he couldn't 
see it in the Gods' sheet of white snow. So he kicked 
and he clawed and he shoved till he was able to 
wriggle his torn leg and arm out from under the 
damned beast. 


Vik held onto it as he stood, the pain blossoming in 
his left leg now and up his lower back. When he went 
to take a step, it only sent a spasm shooting up his 


spine and into his right arm. 


“Gah!” Vik gripped the corpse tight as he waited for 
the pain to settle. Then, he looked at the beast, at it’s 
wet black eyes, and the tongue sprawled from its 
beak. He breathed a sigh of relief, of a job that could 
have gone better but went well enough. He was alive 
after all? Couldn’t say the same for all the piss poor 
farmhands and idiot Nilfgaardian knights that had the 
flesh of their bones picked clean in the nest up the hill. 


Vik found his sword a few strides away, picked it up, 
and shook off the blood and snow, then limped poorly 
up the hill. Except, it was more like a crawl. At the top, 
in the nest were three featherless babes squeaking for 
their mother, their heads twitching and beaks 
snapping as Vik approached. 


The poor things, their only fault in life was being 
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born to this world by something idiots saw as a 
monster. It is what it is, the natural order of things. 
Mommy and Daddy could have hunted smaller game, 
but no, instead, they went after humans. Vik sighed 
as he raised the sword. Maybe he could have let 
them live, maybe they'll find a way to survive and 
grow. But then they’d just keep killing humans, 
wouldn't they? And then if not him, it'd be someone 
else collecting the contract. He could stop the hunting 
at any time, but then monsters needed to stop killing 
humans. In the end, he had no choice, didn't he? He 
was a Witcher, and when monsters needed Killing, a 
contract was a contract, after all. 


Every step was a jolt, a shock, a stab of pain 
bolting from his ankle and up through his back. The 
left sleeve of his fur-lined leather jerkin was torn and 
bloody. He used his sheathed Silver Sword as a cane 
as he dragged his left leg through the mud and snow. 
Vik wasn't entirely sure how he’d get back to the 
village lugging that Cockatrice’s head. The wind 
picked up as he trudged first in ankle deep snow. 
Then thigh-deep, the wind blasting him with a sharp 
icy powder, laughing and whistling and mocking him. 
He’d wish that he never left the warmth and comfort 
of the Blue Water, feet up by the roaring fire and 
warm ale in his stomach. But a contract is a contract 
and a thing needed killing. 


“Shit,” Vik muttered. The ford that he used froze 
over in the days he spent traveling. When had it done 
that? Vik glanced up and down the river, then at his 
mangled arm and leg. Any more time spent poking 
around for a better crossing would cost him time. 
Time he didn’t exactly have and it was already bloody 
freezing as it was. 


Vik tested the ice with a careful prodding of his foot 
followed by the stern tapping of his sheathed sword. 
The ice felt solid enough. Again, he looked this way 
and that way as if a bridge or a crossing would 
suddenly make itself available. 


Alas, he was just met by a mocking wind that 
scratched at his face. “Shit.” 


Vik took a step on the ice. Crunch. He took another, 
dragging his bad leg. Scrrrunch. “Okay,” he breathed. 
“Okay.” 


Another weary step. Crunch. Vik held his arms out, 
for balance maybe? No, he decided, that was too 
stupid. Sccccrrrrrrrunch. He winced with pain and 
barred his teeth. Crunch. The setting sun was 
swallowed by the dark rolling clouds that only 
powdered him with more snow. Crunch. 


“Almost there...” Yes, he was almost there. Just a 
few more paces. Serrrrrrunnnch. He could see the 
other side, rocks cleared out by villagers a long time 
ago and the ground smoothed out from ages of 
travel. Click. 


Vik’s heart sank to his boots as the ice started to 
crack under his feet. Shit, shit. He got onto his hands 
and knees, shrugged his pack off. The best he could 
do now was spread his weight. A satchel, bedroll, 
lantern, a good cook pot, some rations, rope, and a 
Cockatrice’s head in a sack. Last thing he’d want is to 
leave that thing behind. 


Creak. Vik sucked in his breath, as if breathing was 
the next thing to send him for an icy plunge. He 
grabbed the pack and slid it across the ice, the 
contents clattering against the dusting of snow 
against the roots and smothered grass on the other 
side. Creeeeeak. The crack started to spread out 
from under him now. 


Vik took a slow, cautious shuffle. Crack! He 
stopped, bit his lower lip. He could see the still water 
below. His reflection. His rather handsome face, but 
there was no time to dwell on that. What good is 
being handsome if you’re dead? 


Vik reached for the clasps of his swords and 
unworked the buckle with one hand. Skillfully, he 
might add. He grabbed the swords, pressed them on 
the ice, then slid them the rest of the way to his pack. 
Vik took another shuffle on his hands and knees. He’s 
so close, if only he could just reach out! 


Snap! The ice underneath his leg gave way, 
splitting. He half-sunk in, clawing and scraping for the 
edge, cursing as sharp cold water stabbed and sliced 
at him. “Fuck!” he snarled and growled like a wild dog 
as he pulled himself out of the water. The ice was 
beginning to snap and crack all around him. The 
water bubbling and gurgling. Icy hands digging into 
his mangled leg and threatening to pull him back in. 
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Vik let out a final roar for strength as he lay out flat 
on the ice. He couldn't stay for long. He crawled and 
grabbed and threw himself to the other side. He half- 
managed a spring before the foot of his good leg went 
straight through another patch of us and he was stuck 
there as it all started to splinter and burst and gurgle. 
Vik grabbed one of the branches sticking out from a 
boulder with both hands and pulled and pulled till he 
could get his entire, freezing body across to shore. 


Vik’s skin was prickling. Burning. His clothes now 
weighed a ton and he was left on the side of the river 
gasping for an air that carved the inside of his lungs 
raw. 


Crossing the meadow now with the sun down and 
the snow drifting in will surely kill him. The snow piled 
up like a dense layer of powder in drifts that could 
swallow a man whole. Maybe he could turn back, use 
what’s left of the nest and wait out the storm. No, 
because the crossing isn’t crossable anymore. There 
was an escarpment in the distance, a flickering light. A 
crumbled tower. Could be nothing, could be 
something. Vik never had a choice, much like when he 
was stolen away from his family and forced to become 
a Witcher. Like when he had to kill those men in 
Whitewater and flee to Vengerberg to escape Lord 
Edurik’s wrath. No choice, never did. 


He limped on, making his way to the base of the 
tower and climbing up the slope. It looked like an old 
shrime or temple of some sort, softened by weather 
and time. There was a flickering of light dancing 
between the cracks and the hole where a door must 
have been once, now mostly blocked by debris and 
snow. 


He limped on, the sack with the Cockatrice’s head 
making a wet thumping sound against his back, 
making his shirt damp with blood, which made him 
freeze even more. Vik shrugged the sack and the 
pack off, laying it against the brick wall. He put one 
hand on the hilt of his sword, the other out. “Anybody 
in there?” 


Vik heard them. Three men. He could smell them 
suddenly too. how they frantically scramble for their 
weapons knocking cups and tins around and digging 
through their packs. “Il mean no harm, just seeking 
warmth!” They stopped shuffling, stopped hissing to 
each other. That was a good sign. 


“How do we know that you mean us no harm?” 


“Freezing my bloody balls off out here,” Vik 
murmured dryly, but the cleared his throat and tried 
again louder. “I’m a hunter. Got wounded. Saw this 
and figured it’d be a good spot to camp until sunrise.” 


They hissed and muttered to themselves for some 
time. Seemed like ages, like Vik would turn to ice 
before they’d answer. Finally, they answered back 
over the wind: “Fine, but no funny business!” 


Vik ducked through the opening, his two swords 
nearly getting caught in the low frame. There were 
three of them: men in rags and old uniforms with the 
golden sun. Great, they could either be deserters or 
soldiers caught in a storm on patrol. Or maybe it was 
their post. Neither story was any better than another. 
Soldiers, like a Witcher, were only good at one job. 
Killing. And when they were not killing, they were 
figuring out ways on how to kill something. 


“Take the corner there,” said a man with a flat face, 
pointing to the far corner. “You stay there, we stay 
here, then we part ways in the morning, yeah?” 


Flat Face wasn’t who Vik was concerned about, it 
was the one who looked like a Weasel. He had a knife 
clutched into his boney hands and his narrow and 
small eyes tracked Vik across the room. The third 
man, a gaunt man with skin so thin you could see the 
individual muscles work as he tried to figure why Vik 
had two swords on his back. Vik sat, stretching out his 
aching leg and searching through his pockets for the 
bandages. 


“What kind of hunter doesn’t have a bow?” Gaunt 
asked. 


Vik opened his pack and took out the strips of dried 
beef and fruits he had left. The men watched him, 
hunger carved into their eyes. Cracked lips slightly 
apart. Like rats waiting for him to drop a sliver so they 
could jump at it. 


“A Witch-man,” Weasel said in a grating snarl. He 
cocked his head to one side, and started to snarl. 
“That’s why you got two swords. Eyes. Eyes like a 
cat’s, yours. Gran told me all kinds of stories about 
Witch-men. Hearts of coal. Black and rotten. Stealin’ 
youngins when folk can’t pay enough - if they're lucky. 
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If not, you lot just kill “em and take whatever you 
fancy. Killers for hire. Bet you got a contract right 


now. 


“Watch yourself,” warned Vik. “I'll be gone in the 
morning.” 


“He’s a fuckin’ freak.” Weasel stood, the knife 
reflecting the flickering campfire. “He'll gut us in our 
sleep. Can’t trust him, yeah?” Weasel sucked the snot 
back into his nose. “He’s probably got a contract on 


US. 


So that answered Vik’s original question. They were 
deserters, desperate, aimless, and very much hungry. 
The two looked at Vik, then at their weapons. “Careful 
now, lads,” Vik had said in a voice of steel. He could 
have done something, used some trick or another his 
mentors once taught him. But frankly, Vik was tired. 
And he was angry. The lads could have been nice. 
They could have stayed in their corner and Vik in his 
and they would have gone on just fine. 


Vik was tired. Cold. Angry. He drew his sword with a 
scrape. The firelight shone on their weapons. It is 
what it is. 


“There it is,” croaked the Alderman. “Can count it of 
course.” The Alderman broke out into a series of wet 


coughs before slamming his chest with the heel of his 
fist. “Sorry, damn cold.” 


“That’s fine,” Vik said tying the purse to his belt. “l 
trust you.” Vik started turning, stopped, twisted back. 
“Course I'll be back if it’s wrong.” 


The Alderman coughed some more, then spat out a 
glab and cleared his throat. “| swear on me mother 
and grandfather.” 


“Mmm.” 


The village of Scalsberg yawned over sloping fields 
now covered a lazy sheet of white. The footpaths 
were just muddy imprints connecting the small houses 
and hovels. 


Outside the inn, a large man finished nailing a 
notice to the post when Vik dragged himself near. He 
noticed Vik edging towards the door. 


“Two swords, eh?” he said. “That Witcher-man, 
yeah?” 


“Yeah.” 


Vik wanted nothing more than a hot bath, a warm 
meal, and maybe a woman to couple with for the 
night. All the nights. Sell his swords off to some idiot 
that sought out idiotic fights for coins and live out the 
rest his days with fine women and good food. 


“Some Black Ones put up a contract.” The man 
tipped his head to the notice. “Some beast of some 
kind snatching up the soldiers in the night. Ripping 
‘em apart. They’re willing to pay a large sum of coin 
and jewels.” 


Vik limped towards the board. Vik never had much 
of a choice anyways. He was a tool after all, a tool 
that was good for one thing: killing. 
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Welcome to Aedirn 


bc 
The Kingdom of Aedirn. Fractured. Split. Famine and disease rampant over black fields and burning cities. 


Once upon a time ago, the mere mention of it brought nostalgic images of sweeping birch forests and prancing 
deer, of tall dark pine forests and misty mountains, sweeping alpine pastures and sunkissed orchards. 


This image fades as the future of Lower Aedirn darkens to mystery and decay. Now, the Imperial Forces that 
slaughtered their way to power seem like the only sensible visage of law and order. With no clear lines of suc- 
cession, local lords and nobles fight for their claims to either free Aedirn from the Empire or become a very 
powerful ally. 


Yet this should not stop one from visiting Aedirn. Issues aside, this Kingdom still has much to offer to a wandering 
soul. So many uncovered secrets, knowledge, and opportunities for those looking for honest work and an honest 


” 
living = 


A Visitors Guide to Aedirn, Vol 1272 by Johan von Vengerberg 


Why Are You Here? 


Winter has fallen on Vengerberg, and so has war. Still, you may find reasons to visit this sundered kingdom. 


Reasons to Visit (d10 

1. Theon Feller - also known as the Librarian in Vengerberg University - has heard of your exploits far and wide 
and has sent you a letter. 

2. You are a refugee displaced by the current Nilfgaardian invasion. You’ve found Vengerberg as the only city to 
stay while you make plans to either flee Aedirn altogether or carve out a better life for yourself in a city of 
opprotunity. 

3. You have a family member or friend that needs your help. They’ve lost their home due to it either being 
destroyed or evicted by a criminal gang. 

4. You have a family member or friend that has sent you a letter - they've been falsely accused a crime and 
currently sits inside of a jail cell - they need your help to either pay their release or break them out. 

5. You have received a troubling letter - an enemy that has escaped your grasp or one that you’ve been trying 
to avoid is in Vengerberg gathering their strength - the letter is a warning, avoid them at all costs. 

6. You have received a troubling tip-off - your enemy is in Vengerberg making new allies and doubling their 
strength - if they aren’t stopped soon they can launch endless minions at you until you are defeated. 

7. You have received a letter - an enemy of yours calls you to Vengerberg for a meeting - they claim it’s for 
peace, but you have a feeling there is some other kind of motive. 

8. An ally of yours has reached out to you - they are in serious risk of losing everything and need your help to 
stop their downfall - and they’re willing to pay. 

9. You heard about a lot of job opprotunities and contacts. 

10. On your way to completing your goals - unfortunate circumstances has routed you to Vengerberg. 
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The Story So Far 


Nilfgaardian Invasion 

This setting guide is largely set after Nilfgaard swept 
through Aedirn on its way north towards Kaedwen. 
With Aedirn already weak from plague, famine, and in- 
ternal waring between minor lords while Prince 
Stennis was in Vergen, Nilfgaard met little to no res- 
istance on their march north. 


This doesn’t mean all hope is lost. In the countryside, 
there are rumors of resistance rising; Aedirnian 
partisans who reject the Nilfgaardian occupation. This 
is a mix of former soldiers, captains, and generals 
along with peasants and outcasts who found 
themselves on the wrong side of a Nilfgaardian boot. 


Lower Aedirn 

Aedirn is covered in death and destruction. After 
Prince Stennis, King Demavend’s only son, went 
missing. Rumor is that he was lynched for attempting 
to poison Saskia, Virgin of Aedirn and leader of the 
Vergen Rebellion, or that he was killed by Nilfgaardian 
assassins. While disease, famine, and decentralized 
chaos broke out all over the country, Nilfgaard 
invaded. Aldersberg, Gatberg, and Rosberg were the 
first major cities and towns to fall. When Niflgaard 
advanced north. Within three weeks, Nilfgaard had 
pushed through Temeria, Lower Aedirn, and Upper 
Aedirn to the banks of the Pontar River. The Aedirnian 
nobility of Lower Aedirn surrendered after the sack of 
Aldersberg. 
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The Division 

The Lormark, or the Northern Marshes, is a disputed 
region in Upper Aedirn. King Henselt of Kaedwen tried 
seizing this territory during the Nilfgaard-Kaedwen di- 
vision of Aedirn at the start of the 2nd Nilfgaardian 
Invasion. Upon the events of the Witcher 2, Henselt 
and Aedirn were again disputing ownership of the 
territory. Vergen, a self-proclaimed free-state formed 
by Saskia the Virgin of Aedirn, eventually won its inde- 
pendence, dividing Aedirn into two regions and 
sending Kaedweni soldiers back to their side of the 
Pontar. Now Nilfgaard seeks to “reunite” Aedirn under 
its own banner. 


Occupation 

After Prince Stennis was lynched in Vergen for his 
poisoning of Saskia of Aedirn, Aedirn was left with no 
living heir and fell into chaos and anarchy with no 
leader to keep the peace. Famine, violence, and 
plague run rampant through the land. However, the 
people of Aedirn did put up a fight against the coming 
Nilfgaardian Army, but they were defeated quickly. 
When Nilfgaard was days away from Vengerberg, 
rumor has it, a messenger of the Emperor gave the 
noble houses of Vengerberg an offer: open the gates, 
and we will let you rule. 


The Occupation was mostly bloodless. With exception 
of the occasional patriot unwilling to see the banner of 
black and gold cast a shadow over their city. Vernon 
Gorst of Vengerberg, a politican, aristocrat, and leader 
of the Merchant's Guild, became the new Chancellor 
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of Aedirn -- a puppet for the Provincial Commander 
Colonel. 


The Government & People 
With the death or disppearance of Prince Stennis, 
Aedirn was plunged into chaos. Local Lords all had 
claims to the throne and when factions felt their claim 
was stronger, they tried to cut down anyone that didn’t 
agree with them. This fued didn’t last long as Nilfgaard 
invaded and picked their leaders. 


Lord Chancellor Vernon Gorst 

Vernon Gorst was one of the five Aedirnian Aristocrats 
who agreed to let the Nilfgaardian army into 
Vengerberg when offered wealth and power. Any 
noble that opposed the decision was cut down swiftly 
by Kingsguard and hung over the gatehouse as a sign 
of “goodwill” towards the Nilfgaardians. Gorst is seen 
as a fat, drunk puppet of the “real power” of 
Vengerberg. 


Lord Governor Gyck Aep Wyllygh 

Known to the Eastern Army Forces as the “Father”. 
Once a farmer from Gemmeria, he rose through the 
ranks of the Second Northern War reaching rank of 
Colonel. As the rest of Army Group East pushed north 
into the Lormark, Colonel Wyllygh was left to Adminis- 
ter Vengerberg and Lower Aedirn. 
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The Manorlords 

The Nobility, if they hadn't killed each other in smaller 
wars for every inch of land following the news of 
Prince Stennis’ disppeance, were given a choice: 
submit or die. Many gave up the moment Nilfgaard 
crossed into Lower Aedirn. Those that held out still 
fight to this day, however their numbers are few. 
These Lords earned the name Manorlords from living 
in their exlcusive manors enjoying all kinds of luxuries. 


The Landfolk 

When humans arrived in the Continent, the Landfolk 
moved to the outer reaches of Lower Aedirn. They 
make up many of the farmers. They’re the most su- 
perstitious and untrusting people in all of Aedirn that 
Cling to the old traditional customs. 


The Powerless Many 

These are known as the Laborers, the serfs, the 
refugees, the outlaws, and many more. The 
Powerless feel the boot of oppression every waking 
minute of their lives. One day, they will be free. One 
day. 


Economy & Society 
In the 11" Century, King Veygand offered land rights to 
Landsettlers, writing documents that dealt with 
agriculture, mining, and the vast forests of Aedirn. 
Clearly identifiying boundries between farmland was 
paramount, so boundry pillar stones were erected to 
demarcate landowners property. Later, Veygand would 
offer rights to Landowners for mining contracts and 
reasonable taxation through a percentage of harvest 
or resources acquired. 


It wasn’t until King Virfuril in the early 12" Century did 
away with Veygand’s policies. Land was portioned up 
to religious factions and manorlords as a means of 
maintaining loyalty. Large commercial contracts from 
urban centers were written and many communities 


were paid off to have their mines, fields, or 
manufacturies belong to banks, guilds, mages, and 
other lesser Barons. 


Lumber 

The high slopes and wide fields are covered in 
magnificent swathes of pine and birch, fir and oak. An 
invaluable resource for construction, carpentry, and 
fuel for the cold winters. 


Water 

Ribbions of rivers run down from the surrounding 
mountains. Villages have all kinds of mills - forging 
mills, washmills, sawmills, water pumps, bellows in 
foundries and smelters. However, Aedirn climate 
varies often leading to millers building artificial mill 
runs and weirs to control water flow so its never too 
weak nor too strong. 


Wool 

The climate of Aedirn made the expansion of wool and 
dairy a strong practice for Landsettlers. The heavy 
rainfall meant that the soil would always be fertile and 
the perfect condition for fast-growing grasses. 


Mining 

Blessed with the great Mahakam Mountains and Blue 
Mountains, deep within are valuable resources like 
copper, iron, gemstones, and Mahakaman steel. 


Manufacture 

The abundance of raw materials has drawn investors 
from all over the Continent. Letters and requests are 
sent to landless and powerless all over to work in the 
great valleys and plains of Aedirn. 


Culture & Faith 

Melitele is the strongest practiced religion in urban 
centers like Vengerberg and Ashberg with various 
great temples and shrines. Outside the cities and 
bustling towns, faith is practiced outdoors at trees, 
groves, wells, stones, fences, and cairns. 
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Welcome to Vengerberg 


“I was born in a cellar. My father worked in a coal mine, my mother worked the laundry 
yards. They always spoke about how humanity’s reign would dry up like a drought and 
they’ll wither away. | learned to heal, to mend, because some part of me believed that 
maybe, if people stopped fighting—chose to change their decisions, we could have 
peace. I’ve learned a long time ago that people don’t want peace. If you teach people 

anger is how you make change, then anger becomes the answer to everything. 


The sad part is, / still believe. | made my life’s work to believe. Someone has to if we want 
to save this city from ourselves.” 


- Feinaewedd 


Vengerberg Lore 

In 830, Abdank of Temeria and Cintra’s King fought over the Yaruga. It wasn’t until Raffard the White, Abdank’s 
court mage negotiated peace in Brugge. As a result Raffard gained absolute power in Vizima and forced a 
number of princes and dukes to leave their realms. 


Legend also says that the city was founded by Prince Venger in the 8" or 9° century. Prince Venger was formerly 
the ruler and prince of Attre, but was forced to leave after the Six Years’ War. He had found Elven ruins on the 
banks of the river and made the estate his home. Over the centuries, the city grew and sprawled out surrounded 
by smaller villages, towns, universities, and temples. 


Overview 

Despite the Nilfgaardian occupation, Vengerberg appears to be at its height. Since the Nilfgaardian army was 
allowed in unopposed - with the exception of a few clashes in the streets from rebels - the city remains to be one 
of the most beautiful in the North. It sits on the Morva river and at the crossroads of the biggest trade routes 
running in all directions. The city hosts bustling marketplaces, factories, schools, distilleries, and beautiful 
temples. 
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The Government targets of blame for all the misfortunes of modern 
Lord Governor Wyllygh and Lord Chancellor Gorst are times. 
the defacto leadership of Vengerberg and Aedirn. Any 


suspected bastard child of Prince Stennis was hunted In an effort to win at least some portion of 

down and killed, as well as anyone who held a strong Vengerberg’s population over, Lord Governor Wyllygh 
claim to the throne. The motive behind this order is not enabled a Nonhuman Care Edict which saw to protect 
clear to anyone as the order, rumor has it, came from nonhumans, enable and fund their business ventures, 
Gorst instead of Wyllygh. and give them tax breaks. 


The Open Assembly is a collection of religious 
officials, barons, manorlords, and select Landsettler 
leaders. These representitives meet at a weekly 
chamber and push agendas, weave plots, and try to 
change Aedirn into their vision of a perfect kingdom. 


In the end, any final decisions are made by the Small 
Council: Lord Governor Wyllygh, Lord Chancellor 
Gorst, High Justice Margaren, Keeper of Records, 
High Consul, Lord Marshal, Minister of Taxation, 
Minister of Expenditures, and Lord Chamberlain. 


Religion 

Melitile is the largest and most dominant religion 
within the city, followed by the Eternal Fire which 
pushes its agenda of anti-mage activities. With the 
occupation by Nilfgaard, vast churches dedicated to 
The Great Sun have been erected and priests have 
made it well known which faith people should join. The 
Temple of Melitele once had a seat on the Small 
Council, but their seat has now been given to 
Archpriest Fainn of the Great Sun. 


Magic 

Following the news of the Lodge and their planned 
assassinations of Northern Kings, including Aedirnian 
King Demavend, mages have become hated all 
throughout Aedirn. Rumor spread that Mages sold 
Aedirn to the Nilfgaardians and that they also brought 
on the plagues and famines to make the invasion 
easier. Witchtrials and hunts happen almost weekly all 
over the Kingdom. 


Nonhumans 

It was no secret King Demavend III hated nonhumans. 
Vengerberg had a pogrom of its own sometime in the 
13" century. The famous Yennefer of Vengerberg was 
involved. Nonhumans still find themselves the easy 


Prince Venger needed a city to build and worthy of 
attracting people so he could grow his empire. Prince 
Venger made peace with Lyria in the south to ignite a 
river trade that would see Vengerberg as a main hub 
of industry and trade. 


At this time there were only four official districts: 
Market Quarter, Merchant’s Quarter, Morning 
Quarter, and Artisan’s Quarter. Then came Estate 
Hills, private residences granted to the Lords and no- 
bility of the city. Then North Docks as the city started 
to prosper from its river trade. 


The city utilized the ancient elven architects construc- 
tion of a functional sewer system, a labyrinth that still 
hasn’t been fully mapped out by officials. Vengerberg 
would eventually grow into what we know of it today, 
staving off invasions and sieges. 


Vengerberg became a seat of dukes, then later Kings 
of Aedirn. The region became important for Dwarf 
merchants that settled from the mountains. 


There was a fate far worse than the Western King- 
doms that Prince Venger and his people had to face. 
Monsters roamed the wilderness killing for sport. Pal- 
isade walls and ditches were formed around the 
ancient elven ruins. This stopped Vengerberg’s 
expansion for some time until the Golden Age of 
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Witchers kicked off. After some time, the monster 
attacks and sightings lessened and people were able 
to venture outside the city. Soon, mines and quarries 
opened and Vengerberg started to build stone walls 
around its expanding districts. 


Vengerberg flourished during its reign. Baldwin of 
Aedirn had constructed the Aedireen Bridge, a stone 
bridge that crossed the North side of the city. The city 
began to sprawl out and grow stone walls with new 
districts forming to match the growing population. The 
rural suburbs of the city became multi-storey tena- 
ments packed with people of all races and creeds. 


During the Second Northern War, Nilfgaard had 
advanced up through Lower Aedirn with Queen Meve 
and King Demavend III facing Menno Coehoorn, Elan 
Trahe, and Markus Braibant at the first battle of 
Aldersberg. The battle ended in a crushing defeat 
with Queen Meve and King Demavend’s forces 
scattering, leaving Vengerberg open and without 
defenses. 


Vengerberg was prepared for the siege when the 
Scoia’tael commandos hidden within the city 
launched their operation. The Nilfgaardian army 
besieged the city for six days before they entered the 
gates the Scoia’tael opened for them, slaughtering 
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thousands of people. Those that survived fled 
towards Temeria led by the Aedirnian Special Forces. 
Much of Vengerberg was destroyed or badly dam- 
aged. 


Occupation under Nilfgaard 

Confident in Aedirn’s defeat, the Nilfgaardian army 
moved on elsewhere, using the Scoia’tael to hunt 
down any remainder of the army and its Special 
Forces. Aedirnian forces were were evacuated to 
prison or labor camps along with much of the civilian 
population. 


The Nilfgaardians engaged in an effort to destroy Ae- 
dirnian culture. Schools were closed or destroyed, 
libraries, labrotories and monuments. Then came the 
killing of the elite. Thousands of Aedirnian Manorlords 
were gathered up in Nilfgaard’s plan to make Aedirn a 
future home of pure Nilfgaardians, and summarily 
executed for no reason other than their birth. After the 
Manorlords, came the “educated”, with a mass exe- 
cution of doctors, religious figures, teachers, business 
owners, village or city leaders. 


It was | who gave the order to 
cleanse this land of unwanted ele- 
ments, to prepare it for settlement 


- Ardal aep Dahy to Queen Meve 


The non-human population finally had their revenge 
on their oppressors. Scoia’tael veterans killed 
whoever they pleased and did whatever they 
pleased. Unforgettable acts that would fuel future 
racial tensions. 


The Resistance 

With the Aedirnian military scattered and reforming 
elsewhere, the people of Vengerberg started to form 
an underground movement against Nilfgaard. The 
Redhoods started to launch operations all over 
Aedirn, tying Nilfgaardian forces down and making 
the decisive Battle of Brenna, the climax of the 
Second Northern War, possible. Upon receiving word 
that Kaedwen’s King, Henselt, and Demavend were 
marching back to Aedirn united, the Redhoods 
launched the Vengerberg Uprising of April aided by 
Queen Meve’s guerrilla army. Unfortunately, the 
Uprising was mostly crushed by the time the two 
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armies arrived in Aedirn. Thousands of lives were 
lost. 


Kaedweni Occupation 

With Kaedweni forces marching into Aedirn in 
advance of King Henselt and King Demavend’s 
arrival, the Nilfgaardin army started to retreat back 
towards Vengerberg for a last stand. Kaedwen’s 
soldiers did not act in good faith, abusing and 
destroying much of the Aedirnian land and people 
they were sent to liberate. The Kaedweni’s in 
Vengerberg terrorized the local population in what 
was known as the Night of a Thousand Tears. 


End of the Second War 

Duke Ardal aep Dahy gathered his forces in 
Vengerberg expecting it to be his final, heroic stand. 
Yet, before the united Northern forces reached the 
city, the Duke was found in his chamber dead from 
unknown circumstances and a letter from the 
Emperor crumpled in his hand. Without their 
commander, the Nilfgaardian forces fell back to 
Aldersberg where they were ultimately defeated. 


Peace at Last? 

A deal was struck with King Henselt and King 
Demavend, but Kaedwen’s occupation of Aedirn’s 
Lormark and the Night of a Thousand Tears would not 
be forgotten. The people of Vengerberg also didn’t 
forget what the Scoia’tael did to them and turned that 
anger on all non-humans and foreigners. With tens of 
thousands dead, cities and countrysides destroyed, 
the rebuilding began. Vengerberg started to sprawl 
out in all directions with the aim of becoming more 
powerful than ever. 


The Pogrom 

The story varies from person to person, but what is 
agreed upon was that a young noble woman claimed 
to have been assaulted by a group of Elf men. The 
Citywatch had taken the elf man and immediately 
executed him in Baldwin Square after a show trial. 
The non-humans of the Twists, Blockstreet, and 
Dawihafen marched across the river in a riot. The 
local garrisson held the non-humans back on the 
bridge, breaking up the mob with lethal force. 
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The non-humans retreated back to their side of the river, but that didn’t stop armed and angry human citizens 
from crossing the bridge. Any non-humans in the Stone and Morning Quarters were pushed out, their homes 
burned down and their belongings left behind. 


The City guard stood by and watched from across the river as the humans torched the other side of the city. A 
week-long siege against non-humans ended when King Demavend III sent in the Land Army to break up the 
fighting and restore order. Of course, Demavend could have done this at any time but chose not to. 


Rebuilding and Restoration 

King Demavend launched and signed countless efforts and programs to rebuild Aedirn. In the ashes of the war, 
he ordered the reconstruction of the Vengerberg University in an effort to make it rival grand schools of magic. 
This reconstruction effort was led by Mages and Churches who signed loans and made investments all over the 
city. 


Death of a King 

After King Demavend’s assassination and the conspiracy of the Lodge revealed, the people took to the streets 
gathering any suspected mage and putting them to the torch. Witchhunts and purges took place all over the city 
with Marketplatz becoming one big bonfire that never burned out until the Nilfgaardians arrived. All those homes 
and businesses siezed by the Mages were given to the Church, Banks, and Crown. 


New Order 

No one came to help Aedirn when the Nilfgaardians returned. Leaderless, Vengerberg surrendered. The 
Nilfgaardian army came at this occupation with a new, diplomatic approach. Nilfgaardians became mediators. 
The witch trials ended, soldiers were ordered to help the reconstruction, relief programs were formed. The 
Manorlords were given a choice to aid Nilfgaard for increased power over the common and they agreed despite 
many of them losing their parents and grandparents to the great purges 5 years earlier. 
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Technology 

The occupation, witchhunts, and race wars hasn't 
stopped Vengerberg’s desire to modernize and 
become a cultural hub. The city’s university and 
businesses now boast to have wooden presses that 
can put the latest news in anyones hands within the 
day for the cost of a crown. Foundries and workshops 
line the river belching smoke into the air from chimin- 
ies, while the outside the city is a patchwork of kilns 
and industries. 


That’s a thing about Nilfgaardians. With 
enough force, enough fear, they bend 
people however they please. Funny 
thing, however, is that | don’t think 
people really care. They still turn up for 
the burnings and the hangings all the 
same. We might dress different now, but 
we’re still the same. 


- Mayor Renolt 


Nobility & Power 

Each Manorlord and Baron left by the good graces of 
Nilfgaard have the power to raise their own troops in 
times of war or crisis as a way to keep peace in the 
lands without needing Nilfgaard to leave a massive 
army to sit in Aedirn. The vast majority of these self- 
raised armies are poorly equipped peasants and 
expensive mercenaries. Knights are valuable, but all 
the good ones either died in the wars for territory 
against their neighbors or were sent north to the 
Pontar River Frontline as hostages by Nilfgaard. 


Dangers & Adventure 

Despite all the advancements, the region around 
Vengerberg is still dangerous. Ruins, ancient 
burrows, battlefields. Monsters have made a sudden 
resurgence in the region, drawn to the plague, 
famine, unrest, and bloodshed. 


Vengerberg Growing 

Vengerberg might not be the biggest city in the North, 
but by 1272 it is estimated to be nearly 8,000 to 9,000 
inhabitants but sources vary on this fact. 
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Today, one must be careful. This boom of population 
and innovation is only a torchlight surrounded by 
darkness. In the dark mazey allies are cut-throats, 
mobs, the diseased, and the cult-like looking for their 
next victims. 


The Guilders and Bankers 

Nilfgaards goals were not to completely destroy 
Vengerberg or Aedirn, but add it as an independent 
state under the banner of the Golden Sun. With 
plenty of the country destroyed, people need money, 
work, and safety. 


That’s where the Guilds and Banks come in. 


Banking Houses have had their power double from 
their offices around Aedirn. With loans and high 
interest rates, banks allowed Guild Masters to open 
up productive enterprises all over the major cities and 
towns. The facilities would then take raw materials 
sold by merchants and villages, brought back to the 
cities and towns, and converted into finished goods 
with very high sell prices. 


The Crown and Churches no longer became the 
majority holders of property in major cities. Banks 
moved out of the cities, helping “fund” the rebuilding 
of farms and resource providers with a growing debt 
they will never be able to repay. Guilds have gone on 
to see their operations raided by the powerless and 
Landfolk, so they’ve used profits to hire whole 
companies of veteran Aedirnian soldiers now turned 
mercenaries to protect their interests. 


With the growing power of the Banking Houses, this 
has gained the attention of the Empire. However, the 
Banking Houses have made the Imperial forces in 
Vengerberg lucrative offers and are funding the 
recontruction of the city. An anger grows from those 
who have had their homes, businesses, or lives 
seized by the Banks because they couldn't pay. 


Threat Ratings 

Threat Ratings are used to profile the overall danger 
of an area. Note that while the majority of a region 
might fit into a specific Threat Rating, that doesn’t 
mean a region may not have other Threat Ratings in 
and around the main classificiation. An area under- 
going reconstruction or gentrification may have sev- 
eral Threat Ratings or even be transitioning from one 
Rating type to another. 


1. Royal Zone - This ranges from the Royal Palace 
to the gated neighborhood of Manor Row, only ac- 
cessible to Barons and Manorlords. 


2. Guild Zone - These parts of the city are patrolled 
by hired man-at-arms funded by the Guilds safe from 
the carnage of the Combat Zones and refugee crisis. 


3. Moderate Zone - These are the parts of the city 
where honest people can’t afford to live in the Guild 
Zones in relative safety... that is compared to the 
carnage of the Combat Zones. Unfortunately, what 
happens in the Combat Zones doesn’t always stay 


there, and sometimes leaks into the Moderate Zones. 
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4. Combat - These are the worst places in the city, 
where people die, guards scarcely go there, and the 
gangs make the law. 


5. Outskirts - The only laws here are the ones you 
make for yourself. Likely, you'll run into deserters, 
looters, and monsters out here. 


Rebuilding Zone 
Threat Rating: Guild/Moderate 


This area is heavily built up with densely packed 
urban construction. Carrying lethal weapons or 
wearing armor is forbidden and will get you stopped 
by Nilfgaardian soldiers or Guards. 


Neighborhood Zones included in the Rebuilding Urban 
Center are: 


Stone Tower: A district composed of old stone 
buildings and has the largest concentration of Melitie 
believers. 


Artisan's Quarter: Bustling urban district filled with 
Guild Headquarters and artisan's workshops. 
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University District: Houses the renowned 
Vengerberg University and student housing. 


North Docks: Bustling industrial zone with ware- 
houses for the Guilds. 


Marketplatz: Aptly named for its bustling market 
plazas. 


Merchant Quarter: This is the hotspot for traveling 
merchants. This area is filled with the best inns, ale- 
houses, taverns, and brothels. 


Heh, that’s the wisdom of crowds for 
you, ey? Freedom is very far down 
their list after food, shelter, warmth— 
and their principles after that. 


— Olsen of Vengerberg 


Restricted Zone 
Threat Rating: Royal 


This area is reserved for the royalty of Vengerberg. 
Neighborhood Zones included in the Restricted Zone 
are: 


Royal Palace: The seat of Vengerberg’s power. The 
location of the Open and Closed Assemblies. 


Manor Row: Seated on a hill overlooking the other 
districts, gated and heavily secured with only a select 
few being allowed to enter. 


Combat Zone 
Threat Rating: Combat 


Gangs are the absolute rulers of the Combat Zones. 
Moving between the slums, tenements, and ruins of 
abandoned city blocks, the gangs and their allies 
divide up turf, control the limited resources, and kill 
anyone or anything that gets in the way. 


Dawifhafen: Named the “Dwarf Haven” is now over- 
run with non-human refugees. 


The Twists: A run-down neighborhood filled with 
small communities fighting to stay alive. There is huge 
human aggression against non-humans, hence the 
name. 


Blockstreet: A patchwork maze of dark and hazy 
streets overrun with crime. Law enforcement won't 
even think about entering Blockstreet and would 
gladly take a flogging over going there. 


Overpacked Suburbs 
Threat Rating: Combat/Moderate 


In the aftermath of the invasion, the suburbs became 
a host to an influx of immigrants before the war and 
refugees during the war. 


New Town: Landlords forced much of the non-human 
section out of New Town, but after the reforms by 
Nilfgaard, Non-humans were allowed back in New 
Town as a sign of “good faith’. 


Old Town: The oldest part of Vengerberg, now full of 
homeless and ongoing gentrification. 


Morning Quarter: A vast stretch of beautiful stone 
tenements run by a mafia and brothels, inns, and ale- 
houses. 


Industrial District: The industrial bones packed with 
brickmakers, dye works, glass workshops, kilns, ale- 
houses, and more. 


The Perimeter 
Threat Rating: Outskirts 


All around Vengerberg are small communities of 
farmland, manors, and breweries outside the city 
walls. Outside the city is the large Nilfgaardian 
garrison camp. The Nilfgaardian command believes 
that much of its military presence should be left 
outside the city walls so that the people inside feel 
“safer” and that “occupation” is just propaganda. 


The Open Roads 
Threat Rating: Outskirts 


Not that travel was safe, to begin with, but with the 
war, it's even worse. The woods are filled with 
monsters, looters, and much, much worse. If you go 
out beyond the outskirts, Gods be with you. 
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The Particulars 

Political Powers: There’s no disputing that Nilfgaard 
runs Vengerberg like a puppet state. Orders come 
from the Emperor himself, and the “Lord Governor” 
carries them out. Or so he claims. On a local level, 
Vengerberg is run by the Open Assembly: 


Baronial and Manorlord families 
Important figures 

Religious representatives 

Low ranking City Government officials 
Guild Representatives 


Since the occupation, it is common for members of 
the Open Assembly to achieve their agendas through 
other means. Sometimes, this entails factions meeting 
on the street with clubs, chair legs, or sometimes 
knives and resolving the manner that way. 


The reality is that much, if not all, the power in 
Vengerberg is held by the Closed Assembly. Twelve 
members which would have once had the King as the 
head of this assembly, the role now filled by Lord 
Chancellor Gorst with Lord Govenor Wyllygh seated 
next to him. People believe that the Open Assembly is 
just a formality, a show for the commonfolk to feel like 
they have a say in government when many of the 
decisions are held by a select few often born into their 
roles through ancestory. 


Doctors & Services: There are two major clinics 
within Vengerberg. The first is located at the Metilite 
Temple in the Artisan’s Quarter and the other is 
Faeinnewedd’s clinic on Peddler Street in Dawihafen. 
These two hospitals are always overflowing with 
patients. All throughout the city are smaller independ- 
ently run operations but at times they don’t have the 
capacity to handle the influx of patients and thus their 
services are rare to come by. 


Information: There are a few ways to get information. 
The first is keeping your ear to the ground, listening to 
the conversations. Especially in markets. The next is 
through town criers that gather in busy streets or 
plazas and inform on the latest events. Lastly, for the 
price of one crown, you could get the Vengerberg 
Gazette - a single sheef of paper crammed with as 
much digestable news as possible. The information 
flow is slower in recent times, with all articles needing 
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to be edited and approved by Imperial censors before 
heading to the printers. 


Law & Order:While Nilfgaard was marching towards 
Vengerberg, the city fell apart. Citywatch and 
Mercenaries teamed up to regain control over sec- 
tions of the city that had fallen to gangs and looters. 
Block militias formed to keep their neighborhoods 
safe. 


With the arrivial and occupation of Nilfgaard, the city 
watch and local militia were formally disbanded. The 
radicials of each group were reformed into the 
Inquisition which reports to the High Justice’s 
department. 


Inquisitors: The Inquisition are friends, family, 
brothers or sisters who have no regrets turning in 
anyone and everyone, forcing confessions out of 
“traitors” through a variety of means. Because of this, 
Nilfgaard rewards anyone who joins the Inquisition 
with extra meal rations and better housing. Whenever 
you see a black masked Inquisitor coming for you, 
either flee, fight, or end your own life. 


Guild Security: Guilds and other businesses hire 
their own security services to patrol urban areas (for a 
fee of course) and protect their own property. These 
mercenaries are advised to turn criminals into 
Nilfgaardian authorities but since they aren’t getting a 
reward out of it, killing or maiming criminals seems the 
easier and more profitable option. 


Personal Bodyguards: These mercenaries have 
special permits to carry certain types of weapons and 
armor inside citywalls. Personal bodyguards are 
permitted to use whatever force they deem fit to 
protect their client. 


Weapon & Armor Bans: Nilfgaardians are obviously 
afraid of any armed uprising conducted by the civilians 
and patriots of the city they just occupied. Under- 
standably so, weapons and armors are not permitted 
by citizens unless given written permission to do so by 
authorities. Of course, this doesn’t stop people from 
trying, but you’ve been warned. A well-armed Witcher 
might scoff and claim the weapons are their creed, but 
Nilfgaard will not hear any of it. Get the permit or risk 
losing your life. Choice is yours. 
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Transport, Roads: In almost all districts and 
neighborhoods, horses are only permitted on a hand- 
flu of major streets, making them inefficient for 
everyday travel within the city proper. 


Life of the Common 

“I stood on the queue for at least half the day only 
to have ‘em send us back home because they 
don’t have any bread. No bread! Then, | was 
walking past Manor Row and I can see them on 
their balcony eating sweets and drinking Southern 
wine! | be telling you, we need a change. A great 
change!” 


While the Nilfgaardians, the Citywatch, and the 
Inquistors have been working to clamp down on the 
rise of crime, there is too much crime and too few will- 
ing to catch it all. Typically, the people deal with crime 
their own way. Thieves get their hands cut off, rapists 
mutilated or lynched, murderers beheaded, and 
magic-users burned at a stake. 


If caught by the city authorities? Expect to have your 
crime sorted through their extensive legal system: 
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Drunk and Disorderly 
1-2: Let off with a warning 
3-6: Fine 1d6x5 crowns 
7-8: Fine 1d6x10 crowns 
9-10: 1d10x5, 1d6 hours of jail time 


Breach of Curfew 
Caught out after dark without a torch. Expect to be 
stopped and questioned. If you do not have a 
lightsource, guards will be hostile. 

1-5: Let off with a warning 

6-8: Fine 1d6x5 crowns 

9-10: Fine 1d6x5, 1 day in jail 


Discharge of Weapon 
Firing a bow or throwing weapon at (or near) 
someone. 
Fine: 1d6x20 
Jail: 10 days 
Pickpocket or Verbal Assault 
1-2: Fine 1d10x5 
3-6: 1d6 days in jail 
7-8: 1d6+5 days hard labor 
9-10: 1d6 weeks of hard labor 


Lockpicking 
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Fine: 1d6x10 
Jailtime: 10 days 


Piracy, Sedition, and Treason 
1-2: Not Guilty 
3-6: 1d10 years in jail 
7-8: Execution, possible retrial 
9-10: Execution, no trial 


Trespassing, Concealed Weapon, Rioting 
1-2: 1d4 days in jail 
3-6: 1d6 days in jail 
7-8: 1d6 days in jail, 2d6 damage from lashings 
9-10: 1d10 days in jail, 3d6 damage from lashings 


Lethal Weapons and Armor 

Cannot be carried around without a special permit. 
Expect to be stopped and asked for papers if doing 
So. 


Murder 
1-2: Not guilty 
3-6: Fine: 1d6x50, 1d6 months of hard labor 
7-8: 1d6 years in jail 
9-10: Execution, possible retrial 


Self Defense 

Imperial Law states killing is fair in war, self-defense, 
defense of property, affairs of honor, and sanctioned 
affairs of state. Other killings are considered murder. 


Spellcasting Without a Permit 
1-2: Fine1d10x10 
3-6: 1d6+5 days in jail 
7-8: 1d6+5 weeks in jail 
9-10: Execution, possible retrial 


Grave Robbing 
Punised by death. 


Failing to Cooperate in Investigation 
Failing to cooperate in an Imperial Investigation is 
ground for being arrested. 


Making Crime Interesting: Crime may seem like a 
daunting hurtle but it’s meant to ground the players in 
a believable world like the Witcher. Being convicted of 
a crime isn’t the end of the Character, nor the world. 
Let’s say you’ve been found guilty of lockpicking and 
got a 10-day jail sentence. Now you have a fun 
episode of the players trying to either breakout if they 
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all got sentenced, or some trying to break out the rest. 
The system isn’t meant to actually put handcuffs on 
the Players, let them have fun with it. 


What You’re Carrying: Due to Nilfgaardian laws and 
fears of local uprisings, you cannot walk around the 
streets armed to the teeth with weapons and heavy 
armor. If you must, carry concealable weapons and 
pack light and disguisable armor. Permits are 
purchasable for select items, sometimes running any- 
where between 50 to 100 crowns depending on the 
official and time of day. 


Getting Things: Weapon and Armorsmiths are for- 
bidden to create any goods that aren’t in service of the 
Nilfgaardian Military. Thus, knowing 
someone with connections can 
introduce you to illegal goods and 
wares. There are several black 
markets all over the city where 
people go to barter goods and you 
can find all sorts of things there. 
With these affairs being 
secret to prevent the law 
breaking it up, you need to 
know the right people and 
gain their trust because 
there are spies everywhere. 


What You’re Wearing: 
Black is the new fashion. 
Peasants usually make 
their own clothing while 
being banned from 
wearing anything that 

is deemed “upper 

class”. The Nilfgaardian 
style; mostly black with 
gold or silver trimmings 
and embroidery is adopted 
as the new “fashionable 
clothing” of Vengerberg. 


How Do People Eat: The 
war has strained resources. 
Many lords pressed their 
serfs into an army and many 
of those serfs died. In order to 
grow and distribute food, you 
need serfs that are currently 
rotting in the mud. Even 
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worse, many fields and villages were burned to ash by 
raiding armies and looters. This has stretched the food 
supply to urban centers even tighter as the demand 
rises. What's left of food production was taken by the 
Nilfgaardians redistributed North to the Pontar 
Frontline or the hungry garrisons all over Aedirn. 


Rations: The Nilfgaardians imposed a strict rationing 
system: bread, fat, flour products, butter, cheese, 
meat, eggs, fish, vegetables, tobacco. These products 
could be bought only upon presenting the correct 
coupon attributed to that specific item on that specific 
week if you were of the right age. Nilfgaard employed 
hundreds to maintain this new rationing system. 


Inns have to deal with the shortages and regulations 
in their own way. They could only serve certain 
products on certain days of the week, but they found 
ways to make exceptions for certain 
clients. This system also moved onto 
clothing such as lether and wool, 
then onto coal which is used to keep 
people warm in the brutual winter. 


The restrictions of these goods led 
to the thriving underground black 
markets. Producers and distributors 
would set aside a portion of their 
goods and use middle-men to sell them to customers. 


Fresh Food: Fresh food became a luxury for the av- 
erage Vengerberger. Faced with starvation, many 
Vengerbergers turned to their own ways of getting 
food. Small gardens, underground pig pens, fishing, 
and illegal poaching. 


Gangs would soon find themselves embroiled in 
battles to take over an animal pen instead of a 
gambling den. This of course has not gone by 
unnoticed by city officials. Any rumors of unregistered 
food production is usually picked up first by 
Inquisitors, then the Black Armored soldiers come. 


Travelling Entertainment: Everyday, travelling 
musicians, acrobats, or even circus’ would enter 
Vengerberg. Some exhibts are more exotic, once a 
circus brought a caged Cockatrice that broke loose 
and destroyed a whole street before being taken down 
by guards. 
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Everyone is always angry. It’s al- 
ways someone else’s fault, of 
course. They didn’t stand back 

and watch the Nilfgaardians 
torch their farms and slaughter 
their neighbors. It was the mon- 
sters, the nonhumans, the 
mages that got us here. 
- The Huntsman 


Vices & Drugs: Stressful times needs some kind of 
relief. Drugs like Fisstech and Pearl Dust have been 
cropping up all over to the city, turning whole blocks or 
boarding houses into dens of addicts, corpses, and 
the soon-to-be corpses. Brothels are all over the city 
but the cheaper ones are usually unregulated and 
spread all kinds of disease or often have you drugged 
and rotting in a gutter stark naked with all your belong- 
ings missing - and that’s if you're lucky. 


People of Vengerberg 


This is a limited list of all the people you should know 
about, who you should avoid, or who you get work 
from. 


Power Players - those that run the city 


Archpriestess Isha (Priest) 
Archpriestess Isha runs the Grand 
Temple in the Artisan’s Quarter and 
holds a seat on the Closed Assembly. 
There’s a hardness around her eyes, but 
a smile and softness of a caring 
grandmother. She owns many 
businesses and properties while living in 
an estate outside the city walls where 
she raises horses and hosts bee hives. 


Mayor Reynolt (Noble) 

Reynolt is dedicated to his work, but is not currently 
pleased with the refugee situation. He’s been serving 
the royal family for 30 years. Under the occupation, 
his role has become more of a formality. Now he 
spends his days at City Hall or in the Plazas making 
inspiring speeches of change that the new order 
brings. 


Fergus (Merchant) 

Everyone knows Fergus, the owner of the Frog Alley 
Inn and Taphouse, the most common spot in 
Vengerberg for wanderers, merchants, and the like. 
Everyone's also got a story of how Fergus got the 
Blue Water Inn, but we'd be here all day if | told you 
those. What people can agree on is that Fergus was 
in the PFI during the Battle of Brenna. Moved to 
Vengerberg and opened an inn. Over the years, he's 
made connections. When Nilfgaard invaded for a third 
time, you can bet Fergus wanted to go out there and 
fight ‘em, but age has gotten to the old Dwarf. He's got 
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a family, a business, and a busted leg from a 
Nilfgaardian spear back in Brenna. 


So, if you want to know anything about Vengerberg, 
Bergus is who you want to see. And if you're nice, 
maybe -- just maybe -- Fergus will grease the wheels 
with the other Traders and spread word of your 
Reputation. 


The Huntsman (Man-at-Arms) 

Before the Nilfgaardian invasion, Huntsman was a 
man-at-arms for the Royal family of Vengerberg. After 
Prince Stennis's demise - either from the supposed 
lynching in Vergen or the rumors of his death halting 
the Nilfgaardian army near Aldersberg. Rumor has it, 
a deal was made by the Huntsman with Gorst and 
Governor Wyllygh regarding a bastard of Prince 
Stennis'.Now the Huntsman 
prowls the forests around 
Vengerberg, protecting from 
looters and Scoia'tel. 


The Smith (Craftsman) 
Olsen of Vengerberg is a master 
blacksmith. He knew King 
Demavemd III and Prince 
Stennis. When the Nilfgaardian 
army occupied Vengerberg in a 
bloodless transition of power, Olsen was pressed into 
the service of the Nilfgaardian Army. At first the work 
was simple, making weapons and propaganda 
posters. Then the requests started to become odd as 
engineers presented Olsen with tools for assassins 
and prototypes of new bombs. 


The Librarian (Craftsman) 

Thales was obsessed with the stars and planets since 
he was a child. He is best known in the North for his 
comprehensive astronomical observations, astrology, 
and alchemy works. On a grant from King Demavend 
Ill, Thales constructed the Vengerberg Orrey in ina 
tower within the Vengerberg University, which is now 
known as one of the largest and few working Orries in 
the Continent. 


Vemlen (Criminal) 

Vemlen was born in the North Docks and worked 
there his whole life as a dock worker. When the 
Nilfgaardian army was days away from Vengerberg, 
Dunnoinn "Vemlen" put together a gang to seize the 
north docks and warehouses, effectively controlling 


Maybe it was the alcohol that 
made him hang the poor 
bastards, or it was just him. Like 
a drunk stumbling back to the 
bottle again and again even 
though he knew it’d kill him, he 
did it all the same. Maybe he 
liked the killing, or maybe it was 
just the alcohol. 
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much of the city’s supplies of goods. He deals in all 
kinds of currencies and wares. Always with him is a 
Witcher named Renkis from the Griffin order. Usually 
Renkis’ appearance is enough to settle most disputes 
and stave off any attempts at assassination, but 
Vemlen has been known to order Renkis to clear out 
whole groups of gangs if need be. 


Feainnewedd (Doctor) 

Finding a pair of hands as blessed as Itta 
"Feainnewedd"'s is a rare miracle. A doctor who calls 
the Dawihafen Refugee camp her home, she was a 
former Aedirnian field medic who grew venerated as a 
saintly figure of healing. Wanting nothing more than to 
help those in need, Itta accepted this newfound 
popularity, and masses of the unwell started to pour 
into the camp to meet with the gifted Elf. As they'd 
come to find out, this Itta "Feainnewedd" 
was, indeed, favored by the heaven's 
above, having a remedy for almost every 
single ailment that was presented to her. 
When she had no idea what to do, she'd 
conduct studies, pouring over old texts and 
her own research to compare symptoms 
and find something, anything, that could 
help. From a lowly medic to a beacon of 
light, this gift is sometimes a curse, as she's 
never been known to turn anyone away or 
back down from any challenge. If saints were to truly 
walk among men, then one had turned a refugee 
camp into her place of worship. 


The Queen Fox (Bard) 

The heavy footfalls of Nilfgaardian forces approach 
Vengerberg, the echoes of war cries creating an awful 
cacophony once they mix with the cries of wounded 
soldiers and scared civilians. Death, debauchery and 
destruction seem to follow, as looting, robbing and a 
litter of corpses stack high within the walls of the city. 
Despite this, Luiza, known to many as the Queen Fox 
seems to mind none of it, finding refuge in the safety 
of playing into the hand of some dumbfounded 
Nilfgaardians to protect her girls. Pour a little drink, 
slip a few drops of Succubus' Kiss and you have them 
eating out of the palm of your hand. This enchantress 
beguiles all; Nilfgaardians soldiers and officials, 
Aedrirnian Partisans and more. Funny how quickly a 
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beautiful woman could loosen a man's lips. Legends of Vengerberg 

The Maiden (Mage) Boholt the Reaver (Man-at-Arms) 

After the plot to murder King Demavend and King The oldest member and leader of the Crinfrid 
Foltest by the Lodge of Sorceresses was coming to Reavers, a group of mercenaries hired to hunt a 
fruition, Norwenna, the golden haired maiden of fable, dragon. After the dragon hunt, Boholt briefly lost his 
used her mother's tower as a haven, fleeing and im- memory after suffering an injury to his head. After 
prisoning herself among the safety of it's fortified walls spending some time with healers, Boholt slowly 

and dusty, old spellbooks. In time, the occasional regained his memory. Nonetheless, Boholt is still a 
mage would follow in search of regufe, fleeing from bull of a man skilled in every weapon and method of 


the pyres of ignorant Northerners. Norwenna rarely 
leaves her tower, choosing to instead maintain the 
glamors and golems that keep the unwanted 
away. On occasion, however, a lovesick young- 
ster will thwart these defenses and sing 


aloud... 

The Quartermaster @ 
(Merchant) > 
Ryclarym "Quarter Master" Aep 
Runwidh is a supply officer for 
the Nilfgaardian army in Lower 
Aedirn. To make money for 
himself and his cohorts, The 
Quarter Master has been seen 
making deals at the Vengerberg 
docks and checkpoints - while 
selling Nilfgaardian equipment for food, 
medicine, blankets, and other supplies. 


killing possible. 


Brother Pyrling (Priest) 

Operating out of a small temple to St. Lebodia. 
Before becoming a man of the faith, he was a 
sheep farmer who was pressed into the 

King’s service and became a Ladderman, 
the storming party in a siege. Pyrling was 
the first man up the ladders in four separate 
siege battles with the tattoos on his 
knuckles. He’s a bull of a man who still 
practices the art of war and has no 
trouble admitting that he enjoyed the 
violence. Now, he dedicates his life to 
») faith and healing, but every now and 
then he gets the urge to kill again. 


The Demon Barber (Criminal) 

The criminal made a reputation as barber in 

Blockstreet. When certain clients would enter 
the shop, he would slit their throat and drop them 
through a hatch into the basement. Citywatch 
one day found his shop and torched it, legends 
saying the Barber died there. Yet, bodies have 
been found in alleys, the throats slit surgically by a 
razor, their shave not yet finished. Either it’s a 
copycat, or the Barber lives. 


Fenri von Olyvar (Craftsman) 

A sculptor, anatomist, cartographer, botanist, 
engineer, architect - the list goes on. He’s 
been claimed as one of the greatest minds in 
Vengerberg. His reclusive workshop has been 
visted by many influential figures over the years 
- all with contracts. Even the Archpriestess of 
the Grand Temple had him pain the fresco of 


the All-Mother and her disciples on the ceiling. His Varles Zeagack (Man-at-Arms) 


greatest past time is tinkering with inventions. Making Born in Mahakam and a veteran of the Second 
potions, testing new concepts and ideas. Sometimes Nilfgaardian Invasion, Varles honed his skill as a 
even accidentally blowing his shop up. capable Captain of his dozen of named warriors and 

has a terrific reputation as a ruthless mercenary. He’s 
The Fence (Merchant) sought after by many Manorlords and Guilds for his 
Wars are good for business. Fence started a network work in putting down revolts led by Landfolk and the 
of anonymous outlets for buying and selling goods Powerless. 


once Nilfgaard invaded. Not many know who Fence 

is, or what Fence is, but his network of spiders spans The Harpy (Bard) 

the city’s underworld. No one knows her real name, but one everyone pretty 
much agrees on is The Harpy. She’s a beautiful elf 
with a charm that will make anyone wither under her 
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charming eyes. Legend has it shes a mage or she’s 

blessed with magical gifts. If the Harpy has accepted 
a contract, you’re as good as dead. If poison doesn’t 
do you in, then a knife in your throat will the weapon 
of choice. 


Captain Vidmund (Man-at-Arms) 

Captain Vidmund was a noble’s son who was given 
the position of City Guard. He trained young prince 
Stennis and many nobles in King Demavend’s court, 
serving much of his time as Balliff. Having forced to 
hang up his blue cloak, Vidmund and many of his 
former Watchmen still patrol the streets and protect 
neighborhoods from vicious gangs, but now with clubs 
and brass knuckles. 


Henrick of Scalsberg (Peasant) 

Was born a Blacksmith’s son, he watched his Mother 
and Father die during Kaedweni invasion of Aedirn. 
Surviving, he trained with local lords to become the 
greatest swordsman in all of Aedirn. Now he resides 
back in Scalsberg, rebuilding the mining town and 
teaching many the art of swordsmanship. Don’t let his 
background fool you, he fought in many battles and 
easily became one of the most feared swordsman 
around.If you want to learn a thing or two about the 
craft, seek him out. 


Sir Tyne of Roseberg (Noble) 

A popular tournament knight and regarded as one of 
the best swordsman in Vengerberg. He has a strict, 
and over-the-top, code of honor like one of those 
Toussaint knights. Forced to surrender to Nilfgaard by 
his mother, Sir Tyne often takes his armored retainers 
to hunt bandits and scoia’tel or take contracts from the 
Guilds. 


Renkis (Witcher) 

A Witcher from the School of the Griffin. He parades 
himself like some kind of noble knight in shining armor 
- he’s anything but. To get to Vemlen, you have to get 
through Renkis. What kind of deal the two made, only 
the Gods know. If you see Renkis, steer clear. 


Gangs of Vengerberg 
This are the kind of folk you might want to steer clear 
from. 


The Axebiters: The Axebiters are a small but 
incredibly strong combat gang of Dwarves. They go 
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out donning armor and makeshift weapons looking for 
battles with other gangs, careless of who or what gets 
damaged in the process. 


4G 


The Bloodhounds: A vicious gang born out of the turf 
wars in the Twists. 


The Ten Knives: Forced underground by the human 
pogroms, this elf gang has now resorted to smuggling 
and extortion to survive. 


The Longeyes: A gang with Skellige and Landfolk 
roots. The Longeyes see themselves as fierce warri- 
ors like Olaf One-Eyed or Caul Threespears. These 
hardened mercenaries without a war turned 
themselves into a “city watch” not endorsed by 
Nilfgaard to protect various neighborhoods - for a fee 
of course. 


The Witchhunters: Funded by the cult of the Eternal 
Flame, these Witchhunters hold nothing back. While 
they are seen as Redenian agents and are outlawed, 
they disguise themselves as patriots and friendly 
neighbors. They will try to rally the public and start 
hunts for “mages in hiding”. 


The Cult of the Conjunction: The end is coming, or 
so they’ll say. You can recognize cult members based 
on their green robes, whips and clubs. Everyone must 
repent in their eyes and suffer for their sins. The Cult 
travels in mobs, looking to beat and torture anyone 
they can find. 


The Doughboys: This gang prides themselves on 
their hatred of nonhumans. They'll always be out in 
drunken packs at night looking for someone to unfload 
their anger on. 
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The Foxes: A small non-territorial gang consisting mostly of sex workers and sexual minorities. The gang is led 
by the Queen Fox and is in charge of protecting its own from violent and abusive clients. 


The Breakers: This gang of laborers intent of burning the established order down to start things anew. A violent 
wave of freedom against oppression 


The Weavers: A gang intent on bringing upon change -an independent Aedirn - who have a mysterious leader 
that keeps getting them out of the Inquisition’s hands. 


The Redhoods: The last refuge of Aedirnian royalists. They claim to have Prince Stennis’s heir and will fight for 
the freedom of Aedirn, hoping to reunite the lords and lands. 


The Jugglers: This gang dresses and paints themselves to look like jesters. The leader of this gang operates 
one of the largest underground gambling dens and trafficking of refugees in the city. Don’t let their appearances 
fool you. People on their territory learned the hard way that you might as well run when you see them. The 
Jugglers love playing twisted pranks on anyone and everyone which almost always ends in a death or extreme 
chaos. 


The Katakans: A gang of nobles who all wear masks and prey on the poor, relying on seduction and alcohol as 
their tools. They host lavish and rather erotic parties. Some invited are never seen or heard from again. 


The Vipers: A small mafia-type gang that uses a network of legitimate businesses to fund their own illegitimate 
operations. This comes in the form of underground gambling dens and unlicensed brothels for the rich and 
powerful. 


Inquisitors: Incentivised by the Nilfgaardian garrison to arrest, torture, and obtain the confession of anyone 
suspected of being a traitor to the Crown. They wear black robes and black masks over their faces with holes cut 
for their eyes and mouth. They usually carry clubs and travel in pacts led by a Superior Inquisitor. 
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Landmarks 

1. Frog Alley Inn & Taphouse: a grand two-story 
stone taphouse and inn owned by a dwarf named 
Fergus and his family. The Inn is popular with 
merchants and travelers coming and out of the city at 
all times. 


2. Concern Houses: There are nearly 50 different 
authorized Trading Companies with the right to exlude 
others from practicing their trade. These company’s 
are called “Concerns”. The major companies are: 
Company of Merchants, Company of Grocers, 
Company of Drapers, Company of Fishmongers, 


Scene: Merchants and travellers returning from their 
travels pulling great wagons into stalls and shouting to 
each other. 


Streets: Wide open with plenty of space the manuver 
mounts, carts and wagons. The streets are relatively 
clean and hired mercenaries are the law around here. 


Buildings: Two to three story stone buildings with 
dark tiled rooftops, colorful banners, and yawning 
balconies. The multitude of inns and taverns have 
wide courtyards where Merchants can leave their 
wagons and mounts while they rest for the night. 
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Company of Goldsmiths, Company of Skinners, 
Company of Salters, Company of Ironmongers, 
Company of Distillers, and Company of 
Clothworkers. 


1. Princess Aedireen Bridge: A massive stone 
bridge that runs the length of the river. The sides are 
covered in houses, taphouses, and small churches. 


2. Eternal Fire Chapel: A small chapel on the side 

of the bridge with its own catacombs. Rumor has it, all 
kinds of goods come in and out of the chapel due to a 
secret entrance at the base of one of the bridge’s legs. 


Wealth 


Criminal Influence & 


Security 


Magical Influence 


With just about anyone coming in and out of the city 
through the Merchant’s Quarter, it’s easy to get the 
latest news and pick up worthwhile rumors. Maybe 
over some drinks and a few crowns, you can convince 
one of the merchants to let you in on a special deal or 
pick up a rare item. 
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Landmarks 

5. Imperial Office of Commerce: Once a Mage’s 
school, now the Nilfgaardians have turned it over into 
their own headquarters for Commercial Operations in 
the region. Mainly this involves taking valuable art, 
such as paintings and statues, and luxury goods from 
wealthy “traitors” and loading them on ships and carts 
back to Nilfgaard. 


6. City Hall: The ceremonial and administrative center 
of the city. This is where the Guild houses meet, to 
elect the Mayor, Bailiff, and Alderman of Vengerberg. 

It contains a large crypt, jail, library and print room. 


Scene: The air is filled with the shouts and cries of 
merchants and their customers trying to haggle prices. 


Streets: Open plazas and wide streets covered in 
merchant stalls, beautiful fountains with carved 
statues of heroes and religious figures. 


Buildings: Ancient elven-inspired architecture 
reaching as tall four stories high. The buildings give a 
feeling of business and power through wealth than 
anything else. 
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7. Vivaldi Bank: A branch of the famous Vivaldi family 
bank. They own many charitable organizations aimed 
at giving back to the poor of Vengerberg. Their bank 
notes are as good as gold amongst many reputable 
merchants around Aedirn. Rumor has it, there is a 
particular reason why Vivaldi Bank chose their branch 
headquarters a stone’s throw away from the City Hall - 
to remind the goverment that there are always debts 
needing to be paid. 


8. Baldwin Square Market: A public market hosting 
all kinds of goods and services from all over the 


Continent. 
Wealth C2) e@ 
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Criminal Influence & 
Magical Influence 


You can find just about anything worth buying here. 
Once a month a faire is held with merchants from all 
over the area selling all kinds of things of varying 
rarity. 


North’Docks 


Artisan¢s Quarter 


ManonRow 


Landmarks 

9. Warehouses: In times of peace, ships carrying 
goods would sail up and down river to reach the 
Pontar, accessing the many wealthy cities that lay on 
its banks. With the Nilfgaardian blockade, the North 
Docks don’t see much use. Much of the North Docks 
are covered in redbrick warehouses, some as old as 
the city itself. These are owned by all kinds of 
businesses, banks, guilds, and other organizations. 
Guards patrol these warehouses often but sometimes 
you could find a few for rent or that are empty for 
some odd reason. 


Scene: Old wooden cranes groan. Mules, heads- 
down, push through the crowded streets. A buzzing 
anthill of laborers and carters doing their work. Barges 
sail up and down river, gliding into the docks on rows. 


Streets: Rough Cobble streets smelling of bodies and 
cheap oil. Rats skittering into holes in the walls. 


Buildings: Large warehouses stand with their doors 
open, enforcers with clubs and steel guarding the 
goods stacked inside. Cheap brick and plaster tenta- 
ments jumbled like stacked boxes with families 
uncomfortably pressed inside. Squat taphouses, 
bunkhouses, and brothels. 
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10. Distillery Lane: Vengerberg is known for all its 
famous spirits and distilleries. You can find the Lynngil 
Brothers Mead, the Flin Vodka Company, or the 
Vengerberg Brandy Distiller. 


11. Slaughterhouse Row: The whole street reeks of 
blood and fishguts from butchers and fishmongers. 


12. Flatstones: Cheap series of boarding houses that 
could house up to five families. These cheaply 
constructed wooden homes funded by the Vivaldi 
banking house offer little to no privacy and have poor 
heating. 


Wealth 


Criminal Influence @ 


Security 


Magical Influence 


Because of the warehouses and active docks, there’s 
often no ideal time for secret meetings or illicit 
operations, but for the right price anyone is happy to 
look the other way. 


Artisan?s, Quarter 
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Landmarks 

13. Artisan’s Lane: Busy workshops and crafthouses 
line this particular road with supplies coming straight 
off the docks. You'll find some of the best craftsmen in 
all of Aedirn in this very district. 


14. Vengerberger Gazette Headquarters: The 
Gazette uses their revolutionary printer to get people 
the most current news. These days, however, nothing 
can be printed without direct editing and approval of 
the Nilfgaardian Information Officers. 


Scene: Tall multi-leveled guildhalls and workshops. 
Air is filled with the sounds of clinking tools, the smell 
of soot and smoke. Open windows allowing a view of 
skilled craftsman work their trade. 


Streets: Tight dusty roads and side streets. Packed 
with crates and barrels and carts. 


Buildings: Three to four storey stone buildings with 
blue tiled rooftops. Giant windows and open 
courtyards with anything on display from glassworks 
to ironmongers and household tools. 
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15. Vengerberg Church of Melitile: The largest 
church in Aedirn. Many Aedirnian kings have been 
crowned here, with many buried too. The dedication of 
the church goes back to the 10‘ Century with a 
massive cemetary. The church services hourly prayer 
and healing work run by Archpriestess Isha. 


16. Jarre Park: Rolling hills, ponds and lakes. In the 
summer time, this park is the romantic spot for young 
courtiers and revelers. Also in the park is an elaborate 
hedge maze and several taphouses and inns. 
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You can get just about anything custom made here if 
you know the right people. 
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Landmarks 

17. Manor Row Entrance: All of Manor Row is 
surrounded by high stone walls. There is only one 
entrance into Manor Row: an armed gatehouse with 
well trained and well armored soldiers checking the 
papers of everyone coming in and out. 


18. The Royal Gardens: A beautiful park with many 
paths, green spaces, lakes and ponds. You can even 
organize tours on boats shaped like doves on the 
many lakes.Quite the romantic spot. 


Scene: Guards in glistening armor and halberds. 
Well-dressed nobles in fine clothes. Manufactured 
gardens and parks. Horse-drawn carriages rumbling 
arong stone avenues. 


Streets: Broad, clean, perfect. 
Buildings: Pale stone estates with courtyards and 


private gardens separated by gated hedges, lavish 
pearl-grey townhouses and shops. 
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19. The Ruby Inn: A multi-story stone building with 
ruby-red rooftiles. This inn has been taken over by 
Nilfgaardian officers and converted into both a base 
and residence in which to exert control over the 
Barons and Manorlords. 


20. Monarch Plaza: Manor Row featues its own 
luxury shops, taprooms, clubhouses, distillers and 
entertainment. Some born in Manor Row can live their 
whole life behind the protected gates never having to 
step outside into the muck and filth. 


Wealth 


Security 
Criminal Influence 


Magical Influence 


Stealth is nearly impossible with the amount of patrols 
and light from constantly maintained lanterns and 
torches. Operations against any resident in Manor 
Row will fetch a large contract and a near limitless 
amount of resources spend seeing it through. 
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Landmarks 

21. Vengerberg University Commons: Vengerberg 
University is hailed as one of the finest learning 
institutions in all of the North. Ciriculums include 
philosophy, biology, astronomy, business, writing, 
languages, and many more topics. Students often 
receive loans from merchant companies or guilds to 
learn a trade and gain guild membership. 


22. Vengerberg University Library: The Librarian 
has started a service of recovering any tomes and 
books that are not in his library. With the newly funded 


Scene: Uniformed students sprawl in the open 
commons reading books or discussing class material. 
Professors smoke pipes in small cafes discussing 
current affairs. 


Streets: Broad, clean, well-lit. Bronz busts of 
founders, famous alumni. 


Buildings: Impressive, ivy-covered castle-like univer- 
sity with towers, turrets and battlements. 
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branch, The Librarian seeks to have the largest center 
of knowledge in the North. 


23. Vengerberg University Astronomy Building: 
Students can use the mighty stone tower and its 
scopes to study the skies and stars. 


24. Student Housing: While the University hosts 
dormitories, exterior housing is offered for students 
who perfer to have a bit more freedom to leave at 
night and terrorize the locals. 


Wealth 
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Security 


The Vengerberg University Library could be used for 
research for Monster Lore or history that might be 
important to your Players. The University Staff might 
also be able to teach skills to players with enough 
time and money. 
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Landmarks 

25. Gallery Street: All artists strive to have their 
studios and art showcased. Taphouses and tobacco 
clubs offer entertainment and performances. Always 
the host of art reveals and opening nights. 


26. Bluster Road: This lane is popular for students: 
taphouses, brothels, and all kinds of shops and 
services. Many rooftop and basement clubs and bars. 
Often, the nightlife activities spill into the streets and 
other districts with varying effects. 


Scene: Drunk and lively students crowd the main 
streets in an explosion of smells and noise. Trash is 
blown along cracked streets and into dark, empty 
alleys. 


Streets: Broad avenues of cracked cobblestone 
streets overrun with litter and filth. Strips of spiced rat 
cook on iron grates, the fat sizziling and sparking 
bursts of flames. Street vendors call you to try. 


Buildings: Great stone houses fallen to neglect over- 
run by ivy and pigeon trails. Great estates had their 
walls crumble and their grand rooms and foyers 
converted into bunkhouses and barracks. 
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27. Penderyn Flats: Densely packed cheap flats. A 
jumble of multi-story where many tough scoundrils 
and cut-throats lurk at night preying on drunk univer- 
sity students or those who’ve wandered too far from 
Stone Quarter. 


28. Tangleton: In an attempt to move up-standing 
humans to a nicer neighborhood, King Demevand 
ordered the mass-construction of cheap and identical 
brick tenaments with courtyards in the center. 
Recently non-human refugees have been moved in 
under Nilfgaardian orders to restore relations. To the 
dismav of its human residents. 
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Wealth 


Security 


The countless inns and brothels make for a cheap 
Stay. Not the kind of place you want to be caught in 
after dark. 


Landmarks 

29 The Chimneys: uneven terrain of low rolling hills 
crowded with rowhouses jammed into networks and 
mazes of suffocating alleys called streets. The 
humans evicted from Stone Tower and New Town 
crowd in dark corners plotting their revenge. 


30. Hoshberg Gate: The gate filters out to the road 
that leads to Hoshberg. Outside the gate are lines of 
refugees and a tent city of those trying to gain 
entrance to Vengerberg proper. These long baggage 
trains are prime targets of criminals. 


Scene: Anyone out keeps their head down, hands in 
their pockets, and keep on moving. 


Streets: Tight dirt roads and ditches filled with human 
waste dumped from windows. 


Buildings: Crooked and ancient blackwood buildings 
like skeletons creeping over roads and alleys. Many 
shops are abanboned with the doors and windows 
boarded up. 
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31. Bogart Inn: A highly reinforced inn with brick walls 
and hired mercenaries to keep criminals out and the 
peace inside. This inn has a stunning artificial garden 
with benches for drinking when weather permits, a 
smal theater for entertainment, and enough stabling 
for horses, carts and wagons so that patrons may stay 
with a peace of mind. 


32. Breakstead Park: A large park that hosts frequent 
events and festivals. Summer revelers can be found 
drinking and courting and laying in the sun all season 
long. There are various gambling houses and pleas- 
ure houses on the outskirts of the park. 
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Security 


The weaving of dark alleys and abandoned shops 
make a perfect spot for a criminal’s lair or hideout. 
Ambushes and encounters are very likely. 
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Landmarks 

25 Bartok Investigators: A highly reputable law and 
investigation firm. Its Dwarven owners will fight for 
your rights and chase down any leads for a high price. 


26. Giancardi Bank: The Vengerberg branch with the 
main headquarters being in Gors Velen. Giancardi 
Bank is a notable nonhuman financial institution and a 
frequent target of human extremists. This does not 
stop the bank for organizing community events and 
donations to royal programs with reasonable interest 
rates. 


Scene: Government workers, wealthy citizens, and 
clerks rush to meet deadlines and keep Vengerberg 
running. Armored carriages with even more armored 
guards rumble down the wide stone streets to the 
large banking houses. 


Streets: Well-maintained stone streets lit well by 
lamps. Frequent private guards. 


Buildings: Powerful grey-stone buildings with high 

pointed rooftops that looked like they were made of 
gold. Lavish townhouses, grand stone manors, opu- 
lent eateries and shops. 
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27. Redwall Inn: Who owns the Redwall is a mystery 
to all, even the government. While it appears as a 
normal High Class Inn, it’s a neutral ground for gangs, 
assassins, and thieves. The establishment operates 
Vengerberg’s underworld through its own system of 
currency and breaking its rules is punishable by 
death. 


28. Drake Avenue: Many humans were forcefully 
evicted from this avenue and were replaced by many 
nonhumans after a series of trials that lasted over the 
course of three months. 


Wealth 


Security 


Criminal Influence 


Magical Influence 


The offices in Clerk’s Plaza may be useful when 
gaining city information such as maps, ledgers, or 
bank loans. 


Landmarks 

36 Primrose Gate: The gate was funded entirely by 
Archpriestess Vanna Stadbeck in the 10" century as a 
sign of good faith and influence to the royal court. 


37. Street of Looms: A street full of textile workshops 
and stone tenaments. The street also boasts a variety 
of goods and wares for travelers entering through the 

city gate. 


38. Summerwine House: A rundown orphanage and 
daycare. The children here are cared for and trained 
for future work in a variety of trades and services. 


Scene: The streets are packed with bustling stalls and 
people trying to get to and fro. Heavy carts laden with 
goods and supplies rumble in and out of the main 
gate. Away, under red lamps, the narrow rain slick 
alleys gives way to beautiful prostitutes blowing kisses 
and waving you on for good prices and an 
unforgettable experience. 


Streets: Ancient cobble cracked and overgrown. Tight 
twisting streets that are often flooded when the river 
rises. 


Buildings: Cut stone blocks worn away from time and 
poverity overgrown with ivy. 
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39. Ivy Row: A row of cheap and seedy brothels and 
flophouses for travelers behind a stone and ivy grown 
exterior. The district is marked by red lanterns strung 
and beautiful working men and women on porches 
and balconies. 


40. Merewalh Isle: Quiet walkways, flower gardens. 
The isle is the remains of an elven temple now turned 
into an attraction for the locals including thermal spas, 
bars, and restaurants. 
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Should you induldge in any vices Moring Quarter has 
to offer, you will become addicted and find yourself 
coming back and spending a little extra than you 
normally would. 
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Landmarks 

45. lronwharf: Overflowing with warehouses, 
factories, and derelict boats. The Nilfgaardians 
ordered the conversion of many of these spaces to be 
a sprawling collection of ironworks and foundries 
Nilfgaardian soldiers and officers act as foremen, 
pushing laborers to the point of injury with no relief. 
People do the work or else without a ration card, 
they’ll starve. 


46. Dawihafen Ghettos: Rowhouses packed in to fill 
as much space as possible. Many are abandoned due 
to fires and disrepair, but refugees manage to pit tents 


Scene: Dockers and laborers coming to and from 
work.Refugees crowd around communal fires and 
cook pots coughing and spitting in cramped tent cities 
that smell of sick and death. Tall brick chimneys on the 
riverside belch a black smoke and shower the streets 
with soot and ash. People are fighting in an alley over 
a wedge of moldy bread, someone draws a knife. 


Streets: Dirt streets that are often churned to a thick 
mud. Impossible to know where you’re going. 


Buildings: Decrepit wooden rowhouses. Tents 
crammed into every stride of space and alley. Shutters 
locked and store windows boarded up. 
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and make it home. The city does nothing to maintain it 
and guards only the permieter like a prison. 


47. Tent City: Refugees with nowhere to live and not 
a coin to their name threw up tents wherever possible. 
Food is scarce, their clothing in ruin, and warmth hard 
to come by. 


48. The Bridewell: Part flophouse, part clinic, part 
orphanage. It used to be a popular wagoner’s inn for 
merchants traveling north. Now its bursting with 
criminals, sick, wounded, and the starving. 


Wealth 
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Security 


Operations against the factories is seen as an act of 
sabotage against Nilfgaard and the accused will be 
faced with a summary execution with no trial. 


Landmarks 

49. Peddler Street Clinic: Feainnewedd’s no- 
questions-asked clinic that is constantly overflowing 
with the sick, injured, and dying. There’s never 
enough work or supplies, but she’s seen as a 
goddess, a miracle worker, to the damned.She knows 
all kinds of people, and crimes. 


50. Devil’s Pit: A chapel sits on the edge of a 
drainage ditch that feeds waste out the city walls. This 
spot is a never ending battleground between gangs 
that want control of the valuable territory. 


Scene: A forest of tall buildings. Twisting roads and 
uneven terrain makes travel by mount impossible. 
Scavengers and survivors claw for scraps. Guards 
won't even think about going in. 


Streets: Dirt paths churned to black mud. Bodies can 
be found left in alleyways. People cling to small fires. 


Buildings: Former manors and townhouses now 
fallen to decay covered in graffiti, creeper vine, or 
turned black from fires. Twisted multi-story wood 
houses piled on top of each other with no sense or 
organization or reason. 
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51. The Copper Shithouse: A taphouse and Inn 
serving all kinds of sour-tasting drinks and pots of 
stew with questionable ingredients. Underneath is an 
arena where fighters from all over the city come to try 
earn coin or ration cards, maybe even a reputation. 


52. The Nightmarket: Protected by gangs, the 
Nightmarket takes over the space of a muddy field. 
Citizens trade anything for extra ration cards, goods, 
or scraps of food. Nothing illicit is sold here, just 
people who earn a little bit more gouging what's left 
out of those who make less. 


Wealth 


Security 
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Landmarks 

53. Albert’s Emporium: A notorious shop selling all 
kinds of alchemical ingredients and magical artificats 
recovered from Mages hunted in the Trials. Rumor 
has it, a lot of the items Albert’s offers are just cheap 
tricks but desparate people will believe anything, won't 
they? 


54. The Queen Fox: A luxurious pleasure-house an 
social club known for its confidentiality. Everyone 
inside the club wears a mask so that their identities 
are protected. Built in an abandoned manor, Queen 
Fox has designed it to feel like an ancient elven 


Scene: Withered trees line the muddy streets. People 
stalk and dart between buildings and alleys, keeping 
to themselves. 


Streets: The paved streets are cracked and 
overgrown with nature. Carts of important people and 
armed guards make their business and trips short. 


Buildings: Ancient multi-story stone blocks hidden 
behind the faces of wooden scaffolds, mixed with a 
jam of newly constructed wooden row houses, and 
plots of recently burnt rubble and torched debris. 
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palace complete with pools, thermal spas, and private 
rooms. 


55. Spice Bazaar: This market bazaar is like a small 
city inside a redbrick warehouse with two levels. 


56. Burner Row: On occasion, Inquistors march into 
Blockstreet and try to put an end to any suspected 
Redhood or Magicial influence. This results in burning 
whole buildings and blocks down which people rebuild 
on loan from the banks, which usually reject the loans, 
leaving them at the mercey of being funded by gangs. 
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They say all kinds of monsters and spirits haunt 
Blockstreet being one of the oldest and violent sec- 
tions of the city. 


Merchant Qua 


Landmarks 

57. The Kilns: Oldest and largest kilns in Vengerberg. 
Pottery, bricks. Around the kilns are workshops, 
dyeyards. 


58. The Laborer Guld Office: Closed to the public 
due to lack of jobs and an influx of refugees. The guild 
office is responisble for keeping the Industrial district 
running. In charge of compensation, worker rights, 
and distribution of labor. 


Scene: Smokesacks bellow soot and smoke. Imperial 
overseers watch prisoners work with whips and 
spears. Many production sites empty from a lack of 
supply to produce anything. 


Streets: Wide dirt roads with enough space to fit two 
wagons comfortably on crowded with crates, sacks, 
and barrels of cargo and goods. 


Buildings: Brick buildings with small windows with 
little personality or greenary. Any found graffiti is 
washed away under superivision of Guild-funded 
Mercenaries or armed Nilfgaardian soldiers. 
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59. Drunken Boar: A cheap coaching inn for travelers 
heading North. A separate addition is closed off from 
the inn rooms, the taphouse reserved entirely for 
laborers after their long and exhausting workdays. 


60. The Mills: Large and powerful mills in artificially 
created waterways. 
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Security 


Because of the busy nature and constant guard 
patrols, there’s a chance someone’s always watching. 
But that doesn’t mean someone can’t take a bribe. 


Landmarks 

60. Nilfgaardian Camp: In an effort to make the occu- 
pation appear “friendly”, the main Nilfgaardian 
garrison was placed outside the city. This is also 
meant to kept the majority of bored soldiers from 
stirring up trouble with the locals. It’s a wishful plan 
nonetheless. 


61. Farmland: Strip farms and animal pens surround 
the city in large swathes of fields marked by stone 
fences. 


Scene: Farmers work under the beating sun in distant 
fields. Nilfgaardian soldiers in black armor patrol the 
roads with twisted faces of disgust as they lead 
columns of prisoners to work camps. Heavy wagons 
and mules pull crops in from the farmlands smelling of 
fresh dirt. 


Streets: Long and smooth dirt roads. 
Buildings: Low wooden buildings with thatched 


rooftops. Barns. Pens for animals. Windmills. Hilltop 
estates with lavish gardens. 
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62. Barrowstead: A series of towns outside the city 
walls choked with manufactures and low wood 
houses. With refugees lined up through the streets 
and making camp wherever, they also brought 
disease, cut-throats, and apparently monsters. 


63. The Estates: These estates belong to the richest 
of families that saw the rise of Vengerberg when it just 
used to b a small river settlement. Now some of the 
estates have been siezed by Nilfgaardian officers and 
their families. 


It’s easy to find a place to hide outside the city limits. 
Pack a weapon, for there are many unsavory types 
looking for an easy mark. 
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Making a Living 

The two largest landowners in Vengerberg is the 
Crown and the Grand Church of Melitile or whatever 
they call themselves now. This is rapidly changing. 
The Niflgaardians have brought their own religion and 
are constructing temples to re-educate Nordlings on 
the correct way of belief. With no Crown, properties 
and their ownership is now in question. Guilds have 
seized the opprotunity to expand their influence, 
purchasing existing properties or constructing new 
tenements for the fast-growing population. 


Peasants work their lord’s lands and must pay rents, 
usually in crop shares rather than crowns or Aedirnian 
Marks, and in Vengerberg the majority of poor rent 
their homes. 


Rents, City Cost / month 


City Apartment, 1 Room 1,000 
City Apartment, 2 Rooms 2,500 
One-story House 5,500 
Two-Story House 7,000 
Guildhall 10,000 
Rents, Country Cost / Month 
Cottage 2,000 
Farm 3,000 
Purchase, City Cost 
City Apartment, 1 Room 15,000 
City Apartment, 2 Rooms 35,000 
One-story House 65,000 
Two-Story House 80,000 
Guildhall 100,000 
Purchase, Country Cost / Month 
Cottage 30,000 
Farm 45,000 


The ability to purchase a manor is a decision made by 
the Mayor in City Hall. If you think yourself worthy, you 
might want to try your luck. 
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Zone Modifiers Cost Multiplyer 
Combat Zone x1 
Overpack Suburb X1.5 
Rebuilding Zone x2 
Royal Zone x3 


Living On the Street or Wilderness: You prefer to 
stay on the edge of society or simply the road is your 
home. Without the proper equipment (Bedroll, Flint & 
Steel, Tent) you must make a successful DC:12 
Endurance Check before a Session. Failing will leave 
you fatigued (You have -2 to everything you attempt 
while fatigued). 


LIVING INA WAGON. You prefer to stay on the edge 
of society or simply the road is your home. Without the 
proper equipment (Bedroll, Flint & Steel, Tent) you 
must make a successful DC:12 Endurance Check 
before a Session. Failing will leave you fatigued (You 
have -2 to everything you attempt while fatigued). 


TAVERN. Taverns are located in Wards with Combat, 
Suburbs, and Moderate Threat Ratings. This is the 
cheapest way to live. In your room is a single straw 
bed with a chest to store all of your clothes and 
equipment. 


INN. Inns are located in the Perimeter and Moderate 
Threat Ratings. Inns are integral parts of any village or 
city. On the ground floor is an alehouse or taproom 
with the owner’s special selection of brews and kegs. 
There’s a stable, spaces for carriages, and rooms for 
guests and residents if you pay the monthly fee. The 
Lodging is considered Cheap Lodging but any stabling 
is covered in your monthly payment. This only applies 
to one location and not all Inns. 


CITY APARTMENT, 1 BEDROOM. |located in Wards 
with Suburbs, Moderate, and Threat Rating]. These 
multi-story townhouses can have many rooms and 
residents. You have strong locks on your doors, a kit- 
chen, and a place to stable your horse or stow your 
carriage. Depending on where you are in the world, 
you might even have a functioning sewage system so 
you don’t have to hoist your business out a window. 


CITY APARTMENT, 2 BEDROOMS. |located in Wards 
with Suburbs, Moderate, and Threat Rating]. These 
multi-story townhouses can have many rooms and 
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residents. You have strong locks on your doors, a kit- 
chen, and a place to stable your horse or stow your 
Carriage. 


COTTAGE. |Located outside the City Walls| A cottage 
is a small single-story dwelling with a front door 
leading in from a courtyard into a central space. The 
outside is insulated with clay daub and usually, the 
windows are just wooden shudders. These residences 
are only located in Hamlets and Towns. Owning a 
farm gives access to the Garden: every month you 
can select two Everyday/Common-rarity Components 
that can be grown on your farm. 


TWO-STORY HOUSE. |Located in Wards with 
Suburbs, . These houses are built with a mixture of 
wood and stone with glass windows and heating. This 
is the most common type of house for Merchants and 
Inns as they make the first floor a dedicated storefront 
and the second-floor Residential living spaces. 


FARM. A farm is a small single-story dwelling with a 
front door leading in from a courtyard into a central 
space. The outside is insulated with clay daub and 
usually, the windows are just wooden shutters. These 
residences are only located in Hamlets and outside of 
Towns. Owning a farm gives access to the Farm: 
every month you can select five Everyday/Common- 
rarity Components that can be grown on your farm. 


Lifestyle 

Because food prices are constantly fluctuating, the 
prices in the book might be too low for the kind of 
disparity this setting provides. To account for this, you 
either need to raise prices or players take a page out 
of Cyberpunk: RED and pay a monthly lifestyle. 


Lifestyle is the means you're character is living. From 
food they eat, to drinks, entertainment, and household 
items. If you don’t pay your lifestyle by the end of the 
month, you have one week to do so before rolling 
Death Saves. 


Foraging 0 
Rations 100 
Simple 200 

Good 300 
Noble 600 
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Foraging: You live off the land and whatever you can 
get your hands on. This is the lifestyle for those who 
live only on the road and prefer to hunt for their food. 


Rations: You live off rations provided by the City. 
Leathery dried meat, crusted fish, a handful of nuts 
and pruned fruit. It hardly gets you through the day but 
you're alive. 


Simple: You can purchase fresh groceries at the 
market, and each week you can go to the Alehouse 
and have a good drink and meal. 


Good: You are able to afford the best ingredients, 
even better than what’s served at the Alehouses and 
Inns. 


Noble: You have the best of what’s around with per- 
mission from the local ruler to hunt and gather on their 
land. You only have the best available to you. 


Lifestyle accounts for any kind of monthly expenditure 
players might face. Rather than deducting every little 
coin for every meal or toll, it all comes out of their 
lifestyle unless what they’re paying for exceeds their 
lifestyle. For example, the Rations lifestyle does not 
cover a Simple Meal (10) or a Good Meal (30), so the 
Player would have to pay out of pocket for those. 


Downtime 


Sometimes you need something else to do between 
all the exciting activity one might partake in. Or 
perhaps you know your landlord will arrive soon for 
payment. You can settle on a part-time job, spending 
7 days and earning 1d6 x your profession’s starting 
income. 
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The Marketplace 


There are two types of merchants: settled and 
travelling. Settled merchants have shops in towns and 
villages while travelling only brought their wares to 
markets (held once a week) and fairs (twice a year). 
Merchants run their shops usually on a market 
square, like Marketplatz, but the growth of an urban 
center like Vengerberg, there are usually shops on all 
busy streets with the right to retail products purchased 
from artisans. 


A Short Lesson on War 

With conflict comes short supply. As said before, when 
you kill all the farmers, burn their villages and crops, 
you'll be quite surprised to learn that food production 
and labor comes to a stop. Therefore, the goals of well 
organized armies the likes of Nilfgaard or Temeria or 
Redenia know the objective isn’t to kill everyone 
unless you were the defender. Instead, the goal was 
to break armies and capture as many survivors as 
possible. 


Of course, people get carried away. Occupying forces 
with less discipline find their soldiers have run off and 
terrorized the locals. Scouts, in their process of 
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breaking morale, raid villages killing anyone who 
might resist and torching the homes. 


Before Nilfgaard, the great and small houses started 
to carve the kingdom apart. With no discipline and 
leaders with little to no combat experience would 
invade their neighbor’s territories with thin claims of 
so-and-so’s anscestors and some unwritten promise 
of such-and-such, then just started killing wholesale till 
someone was left the winner. If being a winner even 
mattered at that point. 


When Nilfgaard arrived, it took little effort to break the 
spirits of its defenders. The last strong resistence 
came from the siege of Aldersberg. The Nilfgaardians 
made an example out of Aldersberg, its inhabitants, 
and its defenders to stamp the idea of resistence out 
of Aedirn’s mind. There are some that still resist. 
Redhoods, they’re called, still operate from the 
shadows sabotaging supply lines, assassinating 
Nilfgaardian officers, and conducting raids. Then there 
are the looters, thieves, outlaws, deserters who thin 
the supplies and life of Aedirn further. 


Getting Goods 
Typically people wait for the market during the week, 
or the fair which hosts all sorts of travelling merchants 
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with new or needed wares. Then there’s the black markets that sell all sorts of things you might not be able to 


find elsewhere. 


Clothing & Fashion 


Mask (Plaster) 


Robe (Dressing) 


Sandals 


Vest/Doublet 


Breeches 
Tight trousers that fasten just below the 
knee. 


Belt 
A length of leather cinched through a simple 
buckle. 


Boots 
Heavy foot coverings that extend up to near 
the knees. 


Cloak 
A sleeveless, cape-like garment that clasps 


around theneck, often with an attached hood. 


Dress 
A one-piece garment with a shirt that billows 
into anattached skirt around the legs. 


Gang colors 


Nilfgaardian Black 80 


Gloves 
Hand coverings with separate parts for each 
finger and the thumb. 


Gown 
Similar to a dress, but longer, bulkier, and 
more formal. 


Hat 
A head covering that perches atop the head 
and comesin many forms. 


Hood 
A head covering that drapes loosely over the 
entirehead. 


Jacket 

A garment worn over the torso and arms, to 
provideadditional protection, warmth, or 
style. 


Cold Weather 


Jerkin 
A sleeveless jacket that extends down over 
the hips. 


Loincloth 

The simplest of garments, a single strip of 
clothcovering the groin and fastened in place 
with a short lengthof rope. 


Mask 

Used to disguise or cover the face, a mask 
can be asimple strip of cloth or can be a 
shaped piece of plastercovered in decoration 
or designed to look like something else(such 
as the stylized face of a monster). 


Pants 
Full-length trousers that cover the legs from 
the waistto the ankles. 


Robe 
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A simple item of sleeved clothing that drapes down thefull length of the body but hangs open in the front unless heldshut with buttons or a 


sash. Dressing robes are worn aroundthe home as simple and comfortable clothing, while somewizards wear heavier robes as their everyday 


garments 


Boots, softpaw 


Cloak, Pat Patchwork 


Boots, stiletto 


Cloak Reversable «100 Reversable 


Boots, wading 


Corset 


Kilt 


Hennin 


Tartan sash 


Boots, Softpaw (R): These soft and 
subtle boots are constructed of silk 
and specially cured leather. They are 
meant to soften footfalls and to reduce 
the imprints of the wearer's tracks. 
While worn, you gain a +1 to Stealth 
checks when moving and the DC to 
notice or follow the tracks increases by 
2. 


Boots, Stiletto: he most ostentatious 
and impractical of footwear, the tall 
heel attached to these boots adds sev- 
eral inches to your height. This type of 
boot is popular among nobles, though 
the trend has recently caught on 
among some members of noble 
courts. You can use the heel of a 
stiletto boot as an improvised weapon, 
dealing damage as a punching dagger 


Boots, Wading: These waterproof 
boots are felt lined and have a thin 
layer of metal around the soles. The 
top of each boot ends just before the 
knee, with a cord for tying the top shut 
over clothing or exposed skin. These 
boots assist in prolonged hikes 
through deep mud or shallow pools, 
granting the wearer a +1 circumstance 


Ice Skates 


Tattoo 


bonus on checks while fishing in 
shallow water 


Brooch: This is a small ornament used 
to hold an element of clothing, such as 
a cloak or cape, in place. Many 
organizations provide special 
brooches as a symbol of membership 
or to honor a special achievement. 


Caul: This ornate hairnet, fashioned 
from silk, cloth of gold, and jewels, is 
most commonly worn by royal or 
aristocratic women. 


Cleats: Useful on any terrain where 
traction may be a concern, cleats are 
shoes with spikes or hooks attached to 
the soles. Cleats reduce the penalty 
for walking over slick surfaces. 


Cloak, Patchwork: These cloaks are 
popular among traveling bards, and 
each patchwork cloak is unique. The 
patches represent where the traveler 
has been, and often the performer 
uses them to recall specific stories 
from his repertoire. When a bard 
retires or dies, he often bequeaths his 
cloak to a young entertainer he ment- 
ored or admired. 
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Cloak, Reversible: This cloak has an 
outer layer of fabric and an inner layer 
of a different color. They are worn for 
the sake of fashion, in theater per- 
formances, or to aid a quick 
appearance change as part ofa 
disguise. The price varies depending 
on the cloak’s quality, with the low end 
being a simple linen cloak and the 
high end being made of silk or 
decorated with fur trim. 


Corset: sewn-in boning and laces 
allow this bodice to adjust your waist 
size in a way some would consider 
alluring. The restrictive nature could 
make for a poor choice of clothing in 
combat depending on the material, but 
it can always conceal a (T)iny sized 
weapon. 


Cushioned Inserts: These rubber boot 
or shoe inserts cushion your feet and 
improve your gait. May grant bonuses 
to travel-related checks involving 
forced marches or climbing. 


Decorative Trim: This decorative set of 
collars, cuffs, and trim pieces attaches 
to otherwise plain clothes. Frequent 
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travelers, such as merchants or entertainers, use trim to 


blend in with the local styles without buying a new wardrobe. 


A traveling noble keeps extra sets for use by temporary staff 
and loaned guards. 


Eyeglasses: Also known as spectacles, eyeglasses 
compensate for poor vision or magnify small details. 


Hennin: This high conical headpiece ends in a tip that 
usually has a piece of silk or similar diaphanous material 
dangling from it. Women of noble birth sometimes wear a 
hennin to formal or social occasions as a signal of their 
eligibility, and give the silk part of the headpiece as a token 
to suitors they favor. 


Ice Skates: Allows ice skating. Treated as being mounted on 
a horse. See Book of Tales pg 166 for details. 


Kilt: This heavy pleated skirt is usually worn by men. Most 
have a specific design or pattern that represents allegiance 
to a particular clan or other social group. 


Ring, Signet: A ring with a family symbol or crest on it. It is 
often pressed into hot wax on objects when they are sealed, 
leaving a family imprint. 


Skis: Similar to lce Skates but can work on the snow as well. 


Instead of +2 to Control, it is +3 unless it is on ice, then +1. 
Snowshoes: These high-tension nets of rope or sinew in 


wooden frames which are lashed to the feet spread your 
weight across the snow, making you much less likely to 


Fashion 


break through the crust and rendering walking much easier. 
Snowshoes reduce the penalty for walking through heavy 
snow. 


Tartan Sash: The customary tradition of scarf-wearing dates 
back centuries. They are deeply symbolic, but, in the end, 
they are more decorative than functional. Tartan sashes 
were most often worn for dances or balls. 


Tattoo: You know. 


Wig: False hair comes in many forms, from the severe coif 
of a judge to the towering confection adorning a noble to the 
simple curls worn by a housewife whose hair is thinning. 
Wigs can be found for sale in any major city and can be 
special-ordered in most towns. As they are usually made of 
hair, the available colors are likely limited by the locally 
predominant hair color, but others can be obtained by 
applying dye. 


Fashion is re-worked for the server. Like in Cyberpunk RED, clothing is bought on a piece-by-piece basis. 
Fashion, the style the clothing items you buy, works like Armor Enhancements: one purchase covers anywhere 
from one to all of the pieces of clothing you choose as long as you pay once. 


Basic Gang colors 


Ragged 
Fashionable - Nilfgaardian Bie Black Cold Weather 


ReaaRRT | —pamRNE IT 
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Houseless would call this “what | have to wear to survive”. If using as a disguise, you gain +1 to Deceit but -2 on 
agged It's real rags. No one thinks twice about Ragged, which is Social Skill Checks. Try to convince a guard that you're a 
why it’s a perfect disguise. Noble? Good luck! 


A 


If you're trying to blend in while shadowing a target, the 
target will get a -4 penalty to spotting you, and you get a 
+1 to Stealth. 


Comfortable, durable, and practical. Simple tunics, 


dasic breeches, and wide-brimmed hats to protect from the sun. 


Durable clothes that won't fall apart on the road. Nice 
Sold Weather Clothing _ leather boots or a good rain-resistant cloak. You need five +5 to Endurance checks against all Weather 
pieces of this fashion to gain the +5 bonus. 


Power, intimidation. The invaders brought their sense of 
Nilfgaardian Black fashion, This clothing is mostly black and embroidered with You gain a +1 to W&S. 
all sorts of intricate designs. 


You gain a +3 W&S but beware, all eyes will be on you. 
This can be both a blessing or a curse, but one thing is for 
sure: you could act your way to royalty in a full set of this. 


Dressed in the finest silks and threadings that befits Power 
such as yourself. 


¢ 


le 


In order to get a bonus from your particular fashion, you need to 3 or more items with that fashion. So for 
example, if | want the benefits from Military, I'll grab a Tabard, breeches, and cloak. The only exception is Cold 
Weather Clothing. 


Fashion is a tool, just like lockpicks. If you aren’t dressed for the right occasion, you get a -2 penalty. Trying to 
climb a fence in businesswear or dive over that bar in combat? -2 (but leisurewear has no problem). Wardrobe 
and style gives Comp Skill Checks to Persuasion, Bribery, and Intimidation checks. Wearing the right outfit can 
open doors. Wearing the wrong outfit means you’re sneaking around the back. 


Home & Hearth 


Depending on the campaign you’re running, players might need a place to sleep and stay that’s safe and 
comfortable, maybe something that isn’t an Inn room. Scratching for the chance at having something to your 
name, you can invest in Housing. Maybe even get a loan from a bank and get reasonable interest rates. Or, your 
deeds were so noble - or less so - that you’ve suddenly come into ownership of property and don’t know what to 
do it. 


Going without at least 6 hours of sleep each day will give you a -2 to everything you attempt for each day since 
you've last slept 6 hours. Sleeping in an uncomfortable situation will leave you fatigued the next day. 


Items in Home and Hearth table are of little use for those who live their life on the path. But if you grow tired of 


living in the dirt and mud, these items make coming home more comfortable. Alternatively, if you find these items 
out on your adventures, you can salvage these items for 1 unit of their listed component. 
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Bed Frame (Timber) 30 Comb (Timber) 6 Mug (Iron) 15 
Blanket (Cotton) 4 Cup (River Clay) 5 Oil (Oil) 8 
Bowl (River Clay) 3 Cup (Tin) 10 Pillow (Feathers) 3 

Bowl (Iron) 20 Cup (Timber) 8 Quilt (Thread) 10 
Bowl (Timber) 6 Lamp (Iron) 2 Soap (Tallow) 8 
Broom (Timber) 7 Looking Glass, full (Glass x2) 70 Stool (Timber) 25 
Brush (Timber) 12 Looking Glass, Small (Glass) 5 Table, Large (Timber x2) 45 
Cauldron (Iron) 35 Mattress, Feather (Feather) 45 Table, Small (Timber) 10 
Chair, Ey. (Timber, 25 Matress, Straw (Thread) 20 Wineglass (Glass) 3 
Chair, Wooden (Timber) 10 Mug (River Clay) 8 


Additional Room 125 Farmland 1200 Torture Chamber 650 
Alter 195 Game Room 200 Trap 300 
Animal Pen/Pasture 1050 Guard Post 660 Trophy Room 200 
Ballroom 450 Infirmary 520 Vault 700 
Book Repository 400 Kitchen 200 War Room 820 
Brewery 1600 Mill Room 320 Workstation 96 
Cell 195 Sitting Room 200 Locks, Decent 68 
Dovecote 85 Stabling 278 Locks, Strong 136 
Escape Route 900 Storefront 520 
False Front 865 Ritual Chamber 520 


Alter 

An Alter comes in all shapes and sizes 
and can be dedicated to a God or 
Spirit of your choosing. Any interac- 
tions with a person of the same faith in 
your Holding are at a +1, likewise, any 
interactions with a person that is 
hostile to that faith are at a -2. 


Animal Pen/Pasture: 

Can be a large pasture for pigs and 
cows or a small pen for chickens or 
pigs. When purchasing a pen, you 
must declare what kind of animal it is 
for. 


Ball Room 

By taking a day and spending 3000 
Crowns you can arrange a gathering. 
At the gathering, your Character gains 
a +3 to Charisma, Seduction, and 
Persuasion. Anyone you invite must 
make a Resist Coercion check against 
your Persuasion (plus reputation) to 
not attend. 


Book Repository 

Shelves of books in addition to chairs, 
desks, and tables for reading and 
studying. Clues in mysteries could be 
found here. 


Bar 

You can stock the bar with a selection 
of drinks. After spending an hour with 
people in this room, you gain a +1 to 
Charisma, Seduction, and Persuasion. 


Bath 

Hiring the proper staff can give you 
hot/cold baths and laundry services 
performed. Having a conversation in a 
bath with someone gives you a +1 to 
Charisma, Seduction, and Persuasion. 


Bedroom 
Asimple bedroom with furnishings, 


maybe even a fireplace. 


Brewery 
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You can start to create your own 
drinks from beer, ales, to even Wine if 
in the proper location. Not only is your 
property cost lowered by 20%, but you 
gain +1 Reputation. 


Cell 

You can imprison 1 to 4 captives. 
Straw-lined floor or cots with simple 
locks. 


Common Room 
A dedicated space for people to gather 
or relax and eat. 


Dock 

Either your housing has access to the 
water or you’ve rented out some 
space on the water. A series of 
gangplanks and piers to moor a boat 
of your choosing and room to move 
and store cargo and any owned ships. 
(comes with purchasing a ship) 


Dovecote 

Home pigeons can send messages 
quickly from your Residence to any- 
where on the Continent. 


Escape Route 

A secret underground tunnel that leads 
away from your Residence. It takes a 
DC:18 Awareness to find the exit/ 
entrance of the Escape Route from the 
outside. 


False Front 

It looks like a normal storefront but it’s 
anything but. It has the bare essentials 
to look like a functioning business but 
has a secret door that leads into the 
rest of the property. To find this secret 
entrance without knowing about its 
existence is a DC:17 Awareness 


Farmland 

A large field of fertile land to toil and 
grow ingredients. You can plant up to 
two Everyday / Common-rarity 
Components, or vegetables. At the 
end of every IRL month, your farm 
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generates 5 units of these. In Winter 
Seasons you only gain 2 units. 


Game Room 
A room dedicated to gambling. 


Guardpost 

Gives you access to five Guards (use 
Bandit Stats). These guards live in the 
Guard Post and follow your orders but 
they will not leave or perform tasks 
outside of the Residence. If they spot 
something suspicious, they will report 
it and they will fight if your Residence 
is attacked. 


Infirmary 
Adds +1 to REC when recovering from 
Critical Injuries. 


Kitchen 

Stove hearths serve a dual purpose; 
heating the Residence as well as 
cooking. Some kitchens have an open 
fireplace with the smoke drawn off by 
windows or fume hoods. 


Mill Room 

Can either be a room, a windmill, or a 
watermill. This structure allows you to 
generate 10 units of Grain at the end 
of every IRL month. 


Sitting Room 

A dedicated den used for meetings or 
entertainment. It’s private and 
secluded with upholstered furniture. 
Ideal for smoking pipes and strong 
drinks. 


Storefront 

A simple storefront with a ledger, 
shelves, and all other necessities for 
running a business. Here you can sell 
goods that you have made or collected 
to other Players in the area. 


Ritual Chamber 

Any rituals performed in this dedicated 
space is done at a +2. 

Torture Chamber 


See the Torture Chamber from Lords 
and Lands. 


Trophy Room 
A place to hang the trophies of your 
hunt. 


Trap 

You can select one trap from the man 
at arms list. Multiple installations can 
be taken. 

Vault 


Food & Drink 
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A secure room with Steel walls and 
doors SP20. 


War Room 

This room has the same effect as the 
Miniature War Table from the 
Professional Tools free DLC. 


Workstation 

This room has all the tools required for 
crafting and grants a bonus of +2 to 
any crafting checks. You must declare 


which craft the room/building is 
dedicated to. 


Locks, Decent 
Doors and windows are secured with a 
DC:15 Pick Lock. 


Locks, Strong 
Doors and windows are secured with a 
DC:18 Pick Lock. 


Absnthe (75%) Fish, salted Milk 
Ale, Mug (15%) Grog (45%) Pickled vegetables 


Apple Juice Mead, mug (45%) Pretzel 


Candy Meal, bowl stew (meal) Sweet pancake 
Cheese, wedge Meat, fried Vegetables (ingredient) 
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Regions of | 
Aedirn 


“I saw her face: Winter White. Felt 
her breath as the skin peeled from 
my face, my tears the color of 
blood. She told me we will all freeze 
to death. The frost is coming, and 
there is nothing we can do to stop 
it.” 


~ 


, 
\ fe 


FH 


Vengerberg dominates the central 

Lower Aedirn with roads connected to 
every major city and town. The region - 
surrounding Vengerberg is full of “fe 
villages and towns. Much of this is left »- 
up to the imagination of the GM. 


The Wild Hunt has been seen in the 
sky and with the comes the worst ( 2. tne } : 

winter Aedirn has ever seen. fs Ain Pee 
Vengerberg is oppressive, Se , _ meg 
clostrophobic, suffocating. For the 
weary adventurer seeking a new 
sword or alchemical ingredient will be hard-pressed to There are different maps for the different seasons, but 


find anyone who can sell them these items, let alone we'll discuss this more in the GM section of the book. 

buy it. So naturally, they might try their luck going 

outside the city walls and into the dangerous wilds. The worst advisary you will face is the weather. The 
cold and snow will become a danger to equal the 

Aedirn is best played as a hexcrawl. Where you go worst of monsters. Weather can also obscure hazard- 

and what you do is ultimately up to everyone at the ous terrain, making every venture outside of 

table. Much like the experience of The Witcher video civilization perilous. 

games, players will have the freedom to explore and 

be rewarded for their efforts by the Game Master. In You take these risks to survive. The terrain is 

the Wandering North Living Community, Vengerberg is unforgiving, travel is slow, and going off the trail is 

the hub in which all player characters live and meet, dangerous and the weather just makes it all worse. To 

venturing out to accept contracts or explore the wilds simulate this environment, time is a crucial resource 

for relics and legends before returning home and for you to maintain. 


sharing their adventures with friends and family. 

The space for players is not only interesting scenary 
This book will largely assume the setting is in Winter; but also opprounities or obstacles. The Game Master 
the war has come to a stalemate as both sides wait has all kinds of tables to dress scenes up. 
for the weather to improve, the war has also 
devastated the land, leading to abandoned or 
destroyed villages, the rise of looters and outlaws, and Time 
an increase of monsters. Worse, Landfolk speak of This idea is stolen from Longwinter and Forbidden 
Winter White, a spirit bringing the worst Winter yet. Lands. 
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An Hour: the basic unit of time for any number of 
activities. Whether it’s exploring, visiting a town, 
speaking to an NPC. 


A Watch: 6 hours long and is the basic unit of time for 
travel, short rests, and encounter checks. You must 
sleep one watch per day. Every watch missed applies 
penalties to activities. 


A Day: 4 watches long, the day is the basic unit of 


time for weather, environmental modifiers, and events. 


Hexcrawl 

If you’ve read my On the Path homebrew, the way | 
tend to run exploration games is through a Hexcrawil. 
Each hex is roughly 10 kilometers large and crossing 
a certain number of hexes is a single Watch per day. 
See On The Path for a more indepth system of how 
this works. 


Rest & Recovery 
Vengerberg was a server built on gritty realism with a 


little more abstraction for player sanity. Instant stamina 


recovery and magic makes travel quite useless and 
boring since magic can make every problem go away 
(unless they fumble). 


Stamina recovers at a rate equal to your REC per 
hour spent resting. This rate is halved if you spent 
any part of that hour doing any activity such as 
running, labor, or combat. 


Strenous acitivity costs 2 Stamina per hour. For 
example, hiking 8 hours would cost 16 Stamina. 


The Cold 

With a brutual winter comes brutual conditions. A 
Player must roll Endurance along with any positive 
modifiers that come from clothing, potions, or other 
sources. 


Cold Level and Cold Checks 


You can add or subtract modifiers to these endurance 
checks. 


Aroll of a 1 is an automatic failure. A character in cold 
water makes an immediate cold check, then another 
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cold check every so often until they're warm. Wet 
clothes provide no protection against the cold. 


When failing one of these cold checks, you take a 
step down the Cold Points. If you fail normally, you 


take one point. If you fail while wet, take two points. 


You aren’t made of stone, the weather in the deep 


1 Cold Easy DC 12 
2 Frigid Cold Moderate DC 16 
3 Severe Hard DC 20 
4 Extreme Very Hard DC 24 
5 Deadly Legendary DC 28 
Modifiers DC 
Wind Hd 
Rain or Damp +2 
Digging into snow -2 
Blizzard +2 
Snowstorm +1 


winter will affect you. This score is counted on the side 
of your sheet as a new health meter to keep track of. 
This is to replicate your body wearing down due to the 
weather. 


1. You'll be mostly fine. Worst case, you'll have 
a runny nose, a small cough, but you'll be fine. 
2. Chronic fatigue sets in. (-1 REF and -3 
SPD). 

3. Your ears start ringing from the howling 
wind, your eyes are hard to open, and everything 
starts to feel Hazy. (-2 to all checks). 

4. Your joints begin to freeze, stiff and rigid 
from the cold. (SPD is halved). 

5. You develop and uncontrollable cough that 
creeps up every few minutes. 

6. Comotose, unresponsive, sleeping. 

7. Hypothermia sets in. Death saves until you 
can get warmed up. 
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Taking 1 Watch to Rest moves you up 1 step. Taking 1 Watch to Sleep moves you 2 steps. 


Be careful as you travel the wild country of Aedirn. You'll need all the luck you can get. 


Wengerberg 


eznica’ 
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RUNNING 
VENGERBERG 


VENGERBERG 


So you’re interested In running this for your party. Or 
maybe you want to steal some ideas from this. Let me 
share all of my tips and tricks to make this experience 
truly unforgettable for your table. 


Ine En viro nme nt 

Vengerberg is an urban sprawl crammed with too 
many people with too much anger and at any point it’s 
ready to burst. If you’ve read Cyberpunk: RED, you 
probably have sorted out, “huh, this looks a bit 
familiar’. Think of Vengerberg like your fantasy Night 
City. We’re talking garbage filled alleys, people 
dumping their chamber pots from windows. Bodies 
slumped in the gutters. Crazies shambling out of the 
shadows with the madness in their eyes. Gangs meet 
in the middle of the street with clubs or knives ready to 
have a pitched battle. 


| chose Winter because it makes the already bleak 
mood more dire. People are huddled around small, 
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weak fires. Coal and firewood is being rationed and 
usually in short supply. The streets are covered in 
slick snow. Flakes or wet piercing drops fall on you. 


Not A hat It Seems 

If you get close enough, you can hear the music and 
the laughter of the wealthy in Manor Row while people 
are cold and hungry on the streets. 


There are spies everywhere.Not every Inquisitor or 
spy for the Nilfgaardians or Redhoods, or one of the 
numerous gangs wear uniforms. Players will have to 
break a lot of their own rules to get things done, to 
survive. The world will keep trying to rob and cheat 
them. 


This entire “book” is a world | created for a campaign, 
then an entire server where all the dozens of players 
exist in this setting. To me, it capitalizes on two fran- 
chises the majority of players know, Witcher and 
Cyberpunk. lf Players have played The Witcher 3, 
then they have a pretty good image of Novigrad: tell 
them it’s like if Velen was in Novigrad or if Night City 
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was a fantasy city and the players have a pretty good agent, a Man-at-Arms or a Witcher to provide protec- 
idea o what they’re getting into. 
Some Inspiration 


Urban Witcher TV: Peaky Blinders, the Wire, Narcos, Game 
The Witcher doesn’t normally set itself for long periods of Thrones, Carnival Row 

inside a city save for The Witcher 1. Running urban 

adventures go on for more than just hunting monsters. Books: The First Law and Age of Madness 
Players can be part of gangs, the inquisition, the city novels by Joe Abercrombie, Mistborn series 
government. They could be Redhoods systematically by Brandon Sanderson 

freeing Aedirn from the Nilfgaardians, or the flip-side, 

being Nilfgaardians hunting down the remenants of Video Games: Witcher, Thief, Dishonored, 
the Aedirnian military. Running traditional monster Bloodbourne, Assassin’s Creed II & 
hunts in an Urban setting is equally fun. Think of your Brotherhood 


favorite serial killers orhorror stories. 
tion, Craftsman to repair the outfits, perhaps a Mage 
or Priest to perform tricks. 

Getting into Vengerberg 


There’s two short stories in this book, /t is What it is Cults and Gangs: Any group of Players can be 
and The Trouble With Hangings that | wrote to try and thieves, criminals, or cultists in th city. Hard times 
capture the feel this book is going for. It’s gloomy, it’s create opprotunity or a chance to control the city. 


rough, the lines are blurred. 
Mercenaries: They’re needed all over Aedirn; as 
soldiers or for private protection. Players can be a part 


Adventures in Vengerberg of war parties leading skirmishes or resistences. 

If you're looking for adventures to run in Vengerberg Private factions may hire the party on for 

or just Lower Aedirn, let’s say you’re interested in this assassinations, shake-downs, or intimidation. 

setting but need a way to get your players there and 

give them things to do. One method is by changing all Lawbringers: With Aedirn in chaos, the law is 

the locations in A Book of Tales to Aedirn with the The stretched out. Outside of cities, there’s really no 
Murder of Maribor, Into the Fighting Pits, and The authoritiy besides local lords and village Alderpeople. 
Maiden Surrounded by Butterflies either taking place Players can ride the open roads hunting criminals, 

in Vengerberg or other cities and regions around it. stopping disputes. 

Another method is stealing adventures from other 

RPGs, such as Blades in the Dark for a criminal Monster Hunters: With war come the monsters. This 
themed campaign, Call of Cthulu or Vaesen for urban is your typical Witcher experience, but a Witcher 
mysteries. doesn’t have to be in the party. 

As time goes on there will be adventures written for Inquisition: Inquisitors serve the new power hunting 
Vengerberg and Lower Aedirn, so look out for that. down those who seek to commit treason against their 


neighbors and loved ones. An Inquisition campaign is 
one filled with political intrigue sponsored by Nilfgaard. 
Different Types of Parties 


There’s several different types of parties that you can Redhoods: Redhoods seek to restore the monarchy 
meet in Vengerberg or form the basis of a campaign and free Aedirn from Imperial oppression. Players can 
around. be Redhoods fighting a guerilla war either in court as 


royals or in the mud and dirt and special forces. 
The Troupe: A traveling group of performers that 


travel from city to city entertaining all. The Troupe will Found Family: You’re all a bunch of outcasts and 
of course have its Bards that perform on stage, but it misfits who fate has brought together in some twisted 
will need its Merchant to handle deals and act as an way. You travel from place to place with no real reason 
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to trust each other, but you do, and 
you get by that way. 


Getting Around Vengerberg 
Each district is a different shape 
and size. There is no exact meas- 
urement between distances, this is 
up to the Game Master if they’d 
like. A general gameplay guideline 
is that it takes 1 hour to travel 
between Districts if walking, using 
a cart, or riding. Roll an encounter 
once every in-game hour. 


It takes 10 minutes to travel 
through specific streets if walking 
or riding. Roll an encounter once 
every in-game 30 minutes. 


Since the districts are massive 
with their own histories, issues, 
and situations, it will take a player 
1 week to truly get to know the 
district as if they were a local 
themselves. 


Encounters in Vengerberg 
When rolling an encounter in a 
zone with the Guild Threat 
Rating, avoid Encounters above 
50. When in more lawless 
zones, avoid Encounters below 
50. If a fight breaks out in a rel- 
atively safe or law enforced zone, 
Citywatch arrives in 1d10 rounds. 


DAYTIME ENCOUNTERS 


1-2 Citywatch: A number of 
Citywatch equal to half the players. If 
you have any visible weapos or armor, 
they will stop you and demand to see 
your papers. (Use Citywatch.) 


3-8 Guild Mercenaries: Four 
mercenary guards patrolling the area. 
Armored in Brigandine’s and helmets, 
carrying axes or maces. They will 
likely tell you to move on but won't 
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hesitate to cave your skull in. (Use 
Bandits.) 


9-14 Laborers: A number of 
Laborers (Use Peasants) equal to half 
the Players with a Foreman watching 
them (use Street Boss) trying to 
unload bricks from a cart. Roll 1d10. 
On 1-5, they ignore you. 6-8, the 
Foreman will claim and fuss that 
you’re watching. 9-10, an accident 
happens and the bricks come tumbling 
out, the scaffholding buckles and 
collapses into the street causing 
chaos and destruction. 


15-20 Gang members: Four Thugs 
in colors of the Doughboys are drunk 
and causing a scene harassing 
anyone on the street. If a member of 
the Party has a Social Standing of 
Hated or Feared, the Doughboys will 
harass them. (Use Thugs, take away 
all their weapons and armor; give 
them brass knuckles.) 


21-23 Bodyguard: A Bodyguard 
will be following a well-dressed Clerk. 
(Use Bandit.) 


24-29 Locals: 1d6 people from the 
local district. (Use Peasants). Roll 
1d10. 1-5, they’re being shaked-down 
by a number of Thugs equal to the 
Players from the Axebiters, 6-10, they 
are being tortured for information by 
Inquisitor equal to the Players. 
(Axebiters; use Thugs; give 4 Natural 
SP for being Dwarves. Inqusitors; 
use Thugs; give them Clubs [non- 
lethal maces].) 


30-33 = Inquisitors: 2 Inquisitors are 
watching a building from across the 
street. On 1-5, they’re spotted by their 
target and everyone starts fighting. 
You're right in the middle of it. 
(Inqusitors; use Thugs; give them 
Clubs [non-lethal maces)). 
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34-39 Funeral Procession: A 
crowd of 3d6x3 people (use 
Peasants) are led by a Priest 
congesting the main road and blocking 
any travel. Going around is going to 
take some time and going through the 
hard way will make the mob angry. 


40-42 Guild Members: A group of 
Guild Members in distinct clothing are 
passing. They're being followed. 


43-45 Mercenaries: A group of 
tough Mercenaries half the number of 
the Players with two Underlings (use 
Bandits). It looks like they've been 
drinking. If the Players look easy prey 
and wealthy, they'll try to rough you 
up. 


46-51 Royal Cart: A Manorlord’s 
(use Manorlord) armored cart will 
rumble with an escort of three 
horsemen (use Mercenaries). They'll 
go through you if they have to and 
won't slow down. 


52-57 Thugs: In an easy to miss 
spot, a number of Ten Knives equal to 
the Players are making a Black Market 
deal and will be suspicious if you get 
near. (Ten Knives use Thugs; give Elf 
racial bonuses; each have a 
concealed Short Bow). 


58-64 Cultists: A number of 
Cultists equal to the Players are out 
on the streets harassing anyone and 
everyone. If possible, they'll corner 
you and blame you for the coming of 
the next Conjunction of Spheres. (use 
Priests.) 


65-70 Merchant Wagon: A number 
of Merchants equal to half the Players 
are trying to fix a broken wagon wheel. 
Some of them are trying to keep 
Peasants and Thugs away from the 
cart while the others try to fix it. If 
Players help, there may be a reward. 


71-75 Street Thugs: A number of 
Breakers equal to the Players, armed 
with broken bottles (Dagger) will 
hassle anyone in the Party that stands 
out or looks important. If someone is a 
Noble or of Status or Reputation, the 
Breakers will be itching to beat them 
down. (Use Thugs.) 


76-81 Pickpockets: A number of 
children equal to the players will bump 
into one of them, GM’s choice, 
stealing Crowns or some other object 
capable of being concealed in a 
pocket. They'll giggle and run away. 
(Use Thugs; give them a +5 in Slight- 
of-Hand and Stealth; remove any 
weapons.) 


82-90 Deadbody: There is a dead 
body slumped against an alleyway that 
looks maybe alive. Roll a 1d10. 1-5, 
there’s no one around. 6-10, someone 
nearby accuses you of the crime. 


91-96 Street Thugs: A number of 
the Vipers gang equal to the Players 
are holding an illegal Gwent 
tournament nearby. They'll invite you 
to play. Roll a 1d10. 1-4, the games go 
well. 5-8, a rival gang turns up 
claiming this operation is happening 
on their turf - get lost! 9-10, Citywatch 
arrive to start making arrests. 


97-00 A Little Hanging: Nilfgaard- 
ians (use Nilfgaardian Infantry) are 
about to string someone up for a list of 
crimes legitimate or otherwise. Roll 
1d10. 1-4, it’s someone you know. 5-8, 
it's a nobody. 9-10, a number of 
Redhoods equal to the Players around 
all round ready to free the person 
being hanged. 


EVENING ENCOUNTERS 
1-2 Citywatch: A number of 


Citywatch equal to half the players. If 
you have any visible weapos or armor, 
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they will stop you and demand to see 
your papers. (Use Citywatch.) 


3-8 Guild Mercenaries: Four 
mercenary guards patrolling the area. 
Armored in Brigandine’s and helmets, 
carrying axes or maces. They will 
likely tell you to move on but won't 
hesitate to cave your skull in. (Use 
Bandits.) 


9-14 Plague: The air reeks of 
death and smoke as bodies are being 
thrown into a massive fire. Bodies 
wrapped in cloth are laid out in front of 
houses with doors marked with chalk: 
a warning. Your goal might be in that 
area or the way to your goal is blocked 
and now you have to go around. 


15-20 Escort: An important 
Manorlord (use Manorlord) is es- 
corted by a number of Retainers (use 
Nilfgaardian Infantry) half the 
number of the Players. They think 
you’re getting too close and come 
near to warn you off. 


21-23. Bodyguard: A Bodyguard 
will be following a well-dressed Clerk. 
(Use Bandit.) 


24-29 Drunk Students: A number 
of drunk students (use Dilettante) 
equal to the Players will try to come 
and convince them to have a drink or 
smoke with them. Roll 1d10. 1-5, 
they’re trying to use the Players to 
make a powerful rival jealous. 6-8, 
they’re going to try and get the Players 
black-out drunk. 9-10, they'll lead the 
Players into a bad neighborhood and 
leave them out of boredom. 


30-33 Street Thugs: A gang of 
Prowlers (use Thugs) equal to the 
number of Players step out of a house 
too wealthy for their status with a sack 
of items that make a seductive clink. 
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34-39 _ Fire!: A house erupts on fire, 
smoke belching from the windows. 
People start running everywhere, it’s 
absolute chaos! 


40-42 Thief!: A merchant cries out, 
“Thief? as a young man bolts past the 
Players with a sack of food and a coin 
purse. The Inquisitors nearby 
numbering about half the Players draw 
their clubs and start for the “thief” and 
the Players. 


43-45 Labor Camp: A Nilfgaardian 
Overseer (use Nilfgaardian Infantry) 
is leading a group of people (use 
Peasants) in chains out of the city. 
He'll bark at the Players if they’re too 
close. There might be a chance one of 
those people is someone you know. 


46-51 Witch Trial: A mob of 
Peasants led by a Priest have a 
suspected mage at a pyre and are 
about to light it no matter how innocent 
the accused claims to be. Roll 1d10. 
1-4, it’s actually a Mage and they'll use 
their magic to get out causing chaos 
and a bigger mob. 5-8, it’s just a 
Peasant. 9-10, by some fate, the 
Priest finds the accused innocent. 


52-57 Battle Lines: 2d6 Thugs 
belonging to the Longeyes and the 
Axebiters are gathering with weapons 
and sharp looks. It all breaks into a 
battle that you’re of course in the 
middle of. (Longeyes; use Thugs; 
give them Throwing Knives and re- 
place Brass Knuckles with Arming 
Swords. Axebiters; use Thugs; 4 SP 
for natural Dwarf armor, replace Brass 
Knuckles with Hand Axes.) 


58-64 Street Scum: Six locals (use 
Peasants) been out drinking and need 
some more coin to feed their habits. If 
the Players don’t look dangerous 
enough or affiliated with an important 
faction, they’ll rush you right on the 
street. Armed with daggers. 


65-70 ‘Ink Rakes: A crew of two 
from the Gazetter, a writer scribbling in 
a journal and an artist drawing. Roll 
1d10. 1-4, Anumber of thugs equal to 
the Players start harassing them, 
taking one’s journal and throwing it to 
the mud. 5-8, they redirect their 
attention on the Players. 9-10, 
Nilfgaardian officers arrive and start 
frisking them. 


71-75 Locals: A well-dressed local, 
roll 1d10. 1-4, they’re being beaten 
and robbed by the Bloodhounds (use 
Thugs). 5-8, they’re about to become 
a meal for Scavengers (use 
Peasants). 9-10, they're about to be 
set on fire by Burners (use Thugs; 
give them torches). 


76-81  Witchhunters: A number of 
Witchhunters equal to the Players (use 
Thugs; give them Gambesons and 
Daggers) led by a Priest (use Priest; 
trade staff for Spear). Roll 1d10. 1-6, 
they’ll go after you. 7-8, they'll keep on 
walking. 9-10, they'll ask you to follow 
them to a suspected mage. 


82-90 A Crew: Three Criminals 
dressed in Rogue’s clothing are about 
to launch an operation on a building. 
Roll 1d10. 1-5, if you ignore them, 
they’ll ignore you. 6-10, they'll think 
you’re a witness and decide to deal 
with you. (Use Redhoods. ) 


91-96 Street Thugs: A number of 
the Vipers equal to the players plus 
two. They'll hassle anyone good- 
looking or shake you down for some 
money. 


97-00 Major Crime: You've 
stumbled on a Redhood operation. 
They're unloading a cart with weapons 
and armor. 1d10. 1-4, they don’t notice 
you. 5-8, they notice you but warn you 
off. 9-10, you’re a witness and they 
decide to deal with you. 
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MIDNIGHT ENCOUNTERS 


1-2 Citywatch: A number of 
Citywatch equal to half the players. If 
you have any visible weapos or armor, 
they will stop you and demand to see 
your papers. (Use Citywatch.) You're 
out after dark, so they'll look for any 
reason to put you in chains. If you go 
for a weapon, they won't hesistate to 
put you down. 


3-8 Guild Mercenaries: A group 
of patrolling mercenaries half the 
number of players. You can’t have a 
good reason to be on their property 
after dark. (use Mercenaries). 


9-14 Husk Addicts: A group of 
addicts equal to the Players (use 
Peasants; give them daggers) need 
something to feed their source of 
addiction. They don’t care who you 
are, they'll rush you. 


15-20 Secret Escort: A disguised 
Manorlord (use Manorlord; take away 
weapons and armor; give halfling 
doublet and iron longsword) is es- 
corted by a disguised Knight (use 
Manorlord; replace armor with Light 
Armor.) They travel by torchlight. If you 
get close, the escort will warn you off 
with a flash of their weapon. 


21-23 Street Thugs: A number of 
Doughboys equal to the Players are 
looking for any non-humans to beat 

down. 


24-29 Guardians: A number of 
Longeyes equal to half the Players 
(use Mercenaries; give them Hand 
Axes and Skellige Raider Shields) are 
patrolling the area. They'll act like 
Citywatch and ask you questions but 
won't hesitate to cave your skull in. 


30-33 Street Thugs: A group of six 
Ten Knives are out looking for trouble. 


They'll try not to kill any humans in the 
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party outright, just let them live long 
enough to have their ears cut off. (Ten 
Knives use Thugs; give Elf racial bo- 
nuses; each have a concealed Short 
Bow). 


34-39 Cultists: A group of six 
cultists led by a priest are out in force 
with torches preaching of the coming 
change. “You, you’re the reason why 
we suffer! Why we will suffer! Why 
monsters will rule this world!” 


40-42 Battle: You just stumbled into 
the middle of a turf war. Bloodhounds 
and Jugglers start going at it. Either 
pick a side, pick a target, or get the 
hell out of there. 


43-45 Burners: A mob of ten 
Weavers (use Peasants; give them 
Torches and Quick Fire) are out 
looking to hurt and burn anyone and 
anything. 


46-51 Hidden Mage: A diguised 
Mage is trying to navigate the dark. If 
you ignore them, they'll ignore you. If 
not, they'll try to save themselves no 
matter how you try to reason. 


52-57 Mercenaries: A number of 
Mercenaries equal to half the Players 
storm into the area and start killing 
Thugs wholesale. Unless you're 
hidden, they’ll think you’re one of 
them. 


58-64 Katakans: Several Katakans 
will approach you (use Dilettante) 
offering a drink. They'll try to get you 
black-out drunk or knock you out with 
Chloroform and take everything 
valuable you have. 


65-70 = Inquisitors: A number of 
Inquisitors equal to the Players are out 
in force. They won't ask questions, 
you’re out after dark so you must be a 
spy plotting Vengerberg’s downfall. 
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71-75 Redhood Operation: You’ve stumbled on a Redhood operation. They’re about to raid what looks like the home of 
an important official. 1d10. 1-4, they don’t notice you. 5-8, they notice you but warn you off. 9-10, you’re a witness and they 
decide to deal with you. 


76-81 Bounty Hunter: A Bounty Hunter (use Manorlord) is looking for a wanted criminal in the neighborhood. Roll 1d10. 
1-5, they’ve been jumped by the criminals and need help. 6-10, the Bounty Hunter has the assistance of Citywatch to block 
off the area as they raid the suspected hideout. 


82-90 Street Battle: You just stumbled into an all-out war. Prowlers and Axebiters are going at with 1d6+2 members on 
each side. Bystanders cling to the margins fearing for their lives as the battle embroils the entire area. A shop bursts in 
flames. 


91-96 Street Thugs: A mob of 1d6+2 Witchhunters are out in force with torches, drunk, and looking for a fight. If they 
notice anyone is a non-human or obvious mage, they’ll go after them. 


97-00 Monster Sighting: A monster jumps out of the shadows. Roll 1d10. 1-4, it’s a wraith. 5-8, it’s a ghoul. 9-10, it’s a 
Katakan. It’s finished with one victim and now it notices you, ready to kill some more. 


Bestiary 


“Olaf knew the spot was good for an ambush. Their hooves must have been covered in cloth because he 
didn’t hear them come. Two riders with spears came out the treeline. The lead had an angry red boil on 
his nose, his dull and worn mail jingling as he came forward. “No funny business,” growled Boil, “put 
your weapons down and give us all you got.” Olaf sighed through his nose, the blood beating in his ears. 
He didn’t plan on killing anyone today. Funny how life doesn’t give you much choice.” 


You won't find many monsters vulnerable to Silver within Vengerberg’s walls. 
Sure, some might creep in through the cracks or be found in the sewers, but 
much of the monsters you'll face are of the humanoid variety. While you can 
find the stat blocks for many humanoids in books like A Tome of Chaos and 
Lord and Lands, this homebrew is written under the pretense that all you 
have is the core rulebook. 


Enemies are not given weapons and stats due to copyright rules. The “Loot” 
is generally the gear that they are expected to have. The GM has no 
obligation to give those items away as loot if that character logically wouldn't 
have those items. The GM can also change items at will or modify the 
Statistics or skills as they see fit for the situation they need these characters 
for. 
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Threat 
Easy 
Simple 
Skill Bases 
Athletics 1 
Awareness 7 
Brawling 8 
Courage 10 
Endurance 14 
Intimidation 8 
Physique 14 
Resist Coercion 8 
Riding 8 
Wilderness Survival 9 
Trap Crafting 9 
Crafting 9 
Dodge Base 4 
Reposition Base 4 
Block Base 8 
Armor 
fr) 
Resistances 
None 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
5 Crowns 
Loot 


Basic Clothes 
Flint & Steel 
Gwent Deck 
Pipe with Tobacco 
Sack 
Crowns (1d6) 


Spear / Pitchfork 


Ability: Intolerance 


When encountering a creature with the 
Feared or Hatred social standing, a Peasant 
must make a OC-12 Courage skill check. If 
the Peasant succeeds, their fear turns to rage 
and grants them a +2 to Resist Coercion and 
Courage for the rest of the encounter. 


Ability: Call for Help 


When starting combat, a Peasant must 
succeed a DC-12 Courage Skill Check or flee 
or call for help, summoning 1d6 Peasants 
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4 
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5 
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Lore & Behavior 

Peasants work on land leased to them by Manorlords, paying dues out of 
what they make for their master and his their soldiers. Peasants are just 
trying to get by, some traveling from land to land finding work or settling 
down and raising a family. With the war, even more are displaced and 
starving on the streets of Vengerberg. 


If riled up into a fight, Peasants will call on friends or whole mobs to assist 
them. Another way you might encounter a peasant is if they’re pressed into 
the military and are fighting in a unit. The easiest way to defeat a peasant is 
breaking their will to fight. If they suspect they’re losing or their numbers are 
dwindling, Peasants will flee. 
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Threat 
Easy 
Simple 
Skill Bases 
Athletics 10 
Brawling 13 
Dodge/Escape 11 
Human Perception 8 
Intimidation 10 
Physique 1 
Resist Coercion 10 
Small Blades 10 
Stealth 6 
Streetwise 8 
Dodge Base n 
Reposition Base 6 
Block Base 13 
Armor 
Oo 
Resistances 
None 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
10 Crowns 
Loot 


Basic Clothes 
Brass Knuckles or Dagger 
Flask of Spirits 
Crowns (x1d10) 
Loaded Dice 


Ability: Facedown 


When squaring off against a thug, they can 
initiate a Facedown to see who'll back off 
from the fight and feel intimidated. To beat 
la face down, the targeted player must beata 
1d10+8. If they fail, they must either back 
away or suffer a -2 to any future actions 
made against this opponent due to fear. 


Ability: Drunken Rage 


A Thug drinks an entire flask of spirits 
When encountering a sapient with Social 
Standing of Feared or Hated, granting them 
+2 to Brawling, Resist Coercion, and Courage 
for1d6 rounds 
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Lore & Behavior (Streetwise DC:10) 

Thugs are the common threat inside Vengerberg’s walls. They can be a 
serious threat when common law dictates that you don’t have any weapons 
or armor to defend yourself. Because of this, Thugs roam in packs and use 
their strength in numbers to overpower even the strongest of folk. They'll try 
to overpower you first through a grapple, then a pin. Once pinned, their allies 
will start taking turns trying to beat or stab you with brass knuckles or 
daggers. 


Thugs aren't usually looking for safety, but they’re no idiots either. If they see 
a fight they clearly won’t win, they’ll go pick a fight with someone weaker. 
They also are known to take a bribe from time to time and are easily 
distracted by drinks, gambling, and prostitutes. 
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Threat 
Easy 
Complex 
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Block Base 
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None 


Hanged Maris Venom 
Bounty 


5 Crowns 


Arming Sword 
Spectacled Helm 
Double Woven Gambeson 
Double Woven Trousers 
Crowns (2d6) 
Mundane Items (16) 
Torch 
Manacles 


Ability: Leader 


When the City Guard is led by a Captain, as 
long as the Captain is alive all the City 
Guards gain a +4 to Courage. The Captain 
can also give orders to the rest of their 
squad 


VENGERBERG 


© 


Zz 
a 
a 


g 


ind 
Zz 
> 
> 


m 
2 
ta) 


zm 
sta | 30 | 
=" 
= 


City Guard 


Lore & Behavior (Education DC:10) 

The job of the city guard is to enforce the city’s laws, but sometimes City 
Guards see the laws as a guideline or a rule to be bent towards their will. In 
these days with the Nilfgaardian occupation, City Guard will do anything 
including making up crimes to get rewarded by the new power. 


City guards travel in pairs or squads of 4 usually led by a Captain. If you 
have to fight City Guards, go for the Captain first to disorganize their under- 
lings. City Guard will typically try to get you to surrender before closing in to 
put manacles on you. When they draw close, this is an opprotunity to strike. 
If you can, try to use non-lethal force. Killing a City Guard is a line that will 
bring the entire might of the City down on you. 
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Threat 
Easy 
Complex 
Skill Bases 
Athletics 
Awareness 
Courage 
Charisma 
Deceit 
Dodge/Escape 
Endurance 
Fervor 
Leadership 
Hex Weaving 
Resist Coercion 
Resist Magic 
Ritual Crafting 
Staff/Spear 
Wilderness Survival 
Dodge Base 
Reposition Base 
Block Base 
Armor 
re) 
Resistances 
None 
Immunities 
Fear, Coercion 
Susceptibilities 
Hanged Man's Venom 
Bounty 
50 Crowns 
Loot 
Dagger 
Simple Robes 
Staff 


Journal/Ledger 


Favored Spells 
Igni 
Quen 
Magic Trap 
Puppet 
Devil's Luck 
The Eternal Itch 
Spirit Seance 
Ritual of Life 
Pyromaricy 


Cleansing Ritual 
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Lore & Behavior (Education DC:10) 

It’s unlikely that you'll find yourself ever fighting a priest with weapons. 
Priests fight with words and faith, most of them choosing peace over 
violence or discord. If you end up with a Priest for an enemy, they have two 
weapons. The first weapon is words. Priests will use their high social skills to 
charm you and your allies, or your enemies. If feeling threatened, they'll call 
upon fellow believers to defend themselves. Priests will never let you know 
directly that you are enemy. While they smile at you, they are preparing to 
curse you with hexes and prepare a ritual. 


If a Priest feels cornered and has to fight, distance is your friend. Priests 
know certain signs for protection, damage, and manipulation. The Priest will 


usually not fight to the death and will likely flee or call of help. 
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Threat 
Medium 
Simple 
Skill Bases 
Awareness 12 
Brawling 12 
Business 12 
Courage 11 
Dodge/Escape 12 
Human Perception a 
Intimidation 12 
Physique 12 
Resist Coercion 12 
Small Blades 10 
Stealth 10 
Tactics 10 
Dodge Base 12 
Reposition Base 6 
Block Base 12 
Armor 
0 
Resistances 
None 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
50 Crowns 
Loot 


Basic Clothes 
Brass Knuckles or Dagger 
Flask of Spirits 
Crowns (x1d10) 
Loaded Dice 


Journal / Ledger 


Ability: Command the Underlings 


Instead of attacking, a Boss can give a 
command to each Thug or Dog in 20m. The 
Thugs will carry out this order instead of 
acting normally. The order cannot be 
complex. 


Ability: Leader 


As long as the Boss is alive, all Thugs in his 
group gain a +4 to Courage. 
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Lore & Behavior (Streetwise DC:10) 

Every gang on the streets of Vengerberg is led by a boss. Sometimes you 
can find these bosses with a group of Thugs, other times they send out their 
underlings from hideouts. Street Bosses typically let their underlings do all 
the work, barking out orders from the background. Whether it’s a fight ora 
shakedown. 


When a Boss is present, all the Thugs around him are stronger and more 


cohesive. Without a Boss, Thugs will become disorganized and more prone 
to fleeing. 
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Ability: Tight Formation 


When Nilfgaardian Infantry stand together 
in combat (adjacent squares on a map or 
similar), they gain a +2 to all Defensive Rolls. 


Threat 
[ Medium t—(‘i‘—sS~SCSY 
Simple | 
Skill Bases 
Athletics 1" 
Awareness " 
Brawling 10 
Courage 13 
Crossbow 1 
Endurance 1 
Intimidation 10 
Staff / Spear 12 
Resist Coercion 11 
Resist Magic 10 
Stealth 3 
Swordsmanship | 12 
Wilderness Survival 9 
Dodge Base 10 
Reposition Base 12 
Block Base 12 
Armor 
12 
Resistances 
None 
Immunities 
None | 
Susceptibilities 
Hanged Man's Venom 
Bounty 
80 Crowns 
Loot 
Gleddyf 
Pole Axe 
Crossbow 
20 Bolts 
Chain Coif 
Brigandine 
Armored Trousers 
Nilfgaardian Pavise 
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Nilfgaardian Infantr 

Lore & gae (Education DC:10) y 

Infantry are the core of the Nilfgaardian army. They are professionals, well- 
supported by well-maintained logistics. They’re well-equipped and trained by 
Veterans and capable superiors. You'll never catch Nilfgaardian infantry 
fighting on their own by choice. If they do choose to fight, it’s with some form 
of support. With other Infantry, they'll try to stick together and overwhelm a 
target rather than spread out. With other units, they'll never have to worry 
about their flanks or rear. 


When fighting Infantry, it’s best to try and split them up. Nilfgaardians will 
often fight in pairs with one being defensive and quick, the other being 
aggressive and deadly. Disarming a Nilfgaardian Infantryman - preferably 
the shield - will leave them exposed and prone to fleeing. 
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Threat 
Medium 
Simple 
Skill Bases 
Awareness Nl 
Brawling 13 
Bloodhound n 
Courage 13 4 
Crossbow 14 7 
Dodge / Escape 13 7 
Endurance 13 6 
Melee 14 5 
Trap Crafting 8 6 
Resist Coercion " 4 
Resist Magic 10 7 
Riding 13 
Stealth 1 
Swordsmanship 13 
Wilderness Survival 9 
Dodge Base 13 
Reposition Base 13 
Block Base 14 
Armor 


n 
Resistances 
Chainmail: Slashing - Bludgeoning 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
80 Crowns 
Loot 
Spectacled Helmet 
Double Woven Gambeson & Trousers 
Crossbow or Steel Buckler 
Battle Axe or Arming Sword 
Bolts (20) 
Crowns (3d6) 
Gwent Deck 


Lore & Behavior (Education DC:10) 

Mercenary soldiers can be found everywhere either hired by Nations, Guilds, 
or as personal bodyguards. Mercenaries are often more experienced than 
the average infantryman or officers with unconventional methods to their 
work. Unlike soldiers, Mercenaries often have a sense of self-preservation 
and are likely more loyal to themselves than any nation, but if the money is 
good and their leaders are strong, Mercenaries won't be easily broken. 


Mercenaries will try to fight as aggressively as possible or as defensively if 
needing to defend something. They will make great use of Dodge, 
Reposition, and Blocking actions. Mercenaries will also try to manipulate the 
battlefield to their advantage however possible, even if it means taking host- 
ages. 
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Threat 
Medium 
Simple 
Skill Bases 
Awareness 12 
Archery 1 
Brawling 1” 
Courage 15 
Crossbow 12 
Deciet 12 
Endurance " 
Melee n 
Trap Crafting 16 
Resist Coercion 13 
Resist Magic 12 
Riding 13 
Stealth 10 
Swordsmanship 12 
Wilderness Survival 15 
Dodge Base ” 
Reposition Base 12 
Block Base 12 
Armor 
8 
Resistances 
Elven: Bludgeoning - Piercing 
Immunities 
None 


Susceptibilities 
Hanged Man's Venom 
Bounty 
80 Crowns 
Loot 
Red Double Woven Hood 
Aedirnian Gambeson 
Padded Trousers 
Bolts or Arrows (20) 
Hunter's Falchion 
Crossbow or Long Bow 
Rogue’s Clothing 
Invisible Ink or Quick Fire 


Ability: Twin Shot 


Redhoods can spend their action to make a 
Twin Shot. If they hit, they strike with two 
projectiles and damage two randomly rolled 
parts of the body. 


Ability: Ambush Specialists 


When making a stealth roll to hide from 
targets, Redhoods use the highest Stealth 
Roll among all of them. This roll counts for 

the whole group. 


Ability: Bloodhound 


When a Redhood rolls a Wilderness Survival 
to track a target, they roll with a +2 Bonus. 
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8 
7 
6 
4 
? 
3 
8 
8 


Lore & Behavior (Education DC:15) 

Redhoods are a mixture of patriots, former Aedirnian Special Forces and 
Soldiers. After years of fighting Scoia’tael, the secret leader of the Redhoods 
have trained their units to fight in similar tactics. Whether it’s urban environ- 
ments or in the surrounding forests, keep an eye out on windows and 
bushes. Redhoods will track their prey for quite some time. When they 
attack, it’s from the distance, usually after a trap has been set. 


The first wave will be a group of experienced fighters with melee weapons. 
This small but dangerous group will have the job of keeping you in place 
while a second team of archers maneuvers around you to attack from the 
rear. To stay alive, you should utilize cover and stay out of the archer’s line 
of sight. If possible, force them to come to you. 
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Threat 
Medium 
Simple 
Skill Bases 
Awareness 15 
Courage 14 
Charisma 16 
Deceit 15 
Fine Arts 12 
Gambling 4 
Grooming & Style 15 
Human Perception 1S 
Leadership 12 
Persuasion 14 
Seduction 15 
Intimidation 13 
Social Etiquette 15 
Dodge Base 4 
Reposition Base 4 
Block Base 4 
Armor 
fs) 
Resistances 
None 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
1000 Crowns 
Loot 
Stiletto 


Fasionable Clothes 
Crowns (3d10) 
Mundane Items (1d6) 
Perfume Potion or Black Venom 
Poisoner’s Friend 
Succubus’ Breath 


Perfume/Cologne 


Ability: Silvertongue 


A Dilettante must beat a Player's Resist 
Coercion with a Charisma roll. The Lore & Behavior (Education DC:14) 


Dilettante gets a +3 to Deceit, Seduction, : ‘ : : ‘ 
Intimidation, or Persuasion against their While some fight battles with swords and shields, Dilettantes choose the 
target for 1d6 days ballroom as their battlefield. On the surface, it seems like they’re very 
— knowledgeable in all areas of expertise, passionate about friends and the 
Ability: Eyes, Up Here : ; . , ‘ ; 
arts and current affairs. It’s all lies. Dilettantes thrive on the grapevine, 
By taking a full round, a Dilettante can roll a ea ; 
Charisma or Seduction against a Target's carefully stringing a web of connections, favors, vendettas, and secrets to 


Resist Coercion. If the Target fails, they can bind the world to their whim 
do nothing but focus their attention on the , 


Dilettante until they succeed at rolling 
nuove tine Initia roll ox Irattached While Dilettantes pose no physical risk aside from the tools they carry to 
defend themselves in dire circumstances, their ability to hold your attention 
or exploit secrets and debts makes them a far worse enemy to have. One 
with great wealth and influence that can haunt you for the rest of your life. 
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Threat 
Hard 
Complex 
Skill Bases 
Athletics 11 
Awareness 9 
Brawling 12 
Courage 15 
Dodge/Escape 12 
Education 13 
Endurance 13 
Grooming & Style 14 
Resist Magic 12 
Riding 14 
Social Etiquette 13 
Staff/Spear 13 
Swordsmanship 14 
Dodge Base 12 
Reposition Base 13 
Block Base 14 
Armor 
20 
Resistances 
None 
Immunities 
None 
Susceptibilities 
Hanged Man's Venom 
Bounty 
1000 Crowns 
Loot 
Vicovarian Blade 
War Lance 
Plate Armor 
Great Helm 


Plate Greaves 
Steel Kite Shield 


Ability: Zweihand 


As an Action, The Manorlord can spend 10 
STA and make a single attack at-3.A 
successful attack does double damage and 
has armor piercing, dealing 2d6 damage to 
the armor of their target. 


Ability: Commander 


As an Action, a Manorlord can command an 

underling or neutral NPC to perform a task, 

granting them a +1 bonus to that character's 
check. 


VENGERBERG 


Lore & Behavior (Education DC:16) 

Manorlords seem to always itch for a fight, which is why they organize 
competitions and tournaments. In the case that you find yourself fighting a 
Manorlord either for prize or death, do not take them lightly. Many of them 
have lived in safe luxury, but they’re well-trained and well-educated. A 
Manorlord usually rides on their mount with a group of retainers and 
servants that do their bidding and will likely stay on horseback if possible.. 


Manorlords are tutored by the best trainers money can afford. Their 
weakness is pride and overcommitment. Manorlords, usually the young, will 
usually expend as much Stamina as possible committing to attacks. Their 
Plate Armor slows them down and restricts their vision, so it’s best to try and 
use manueverability rather than brute strength. 
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Threat 
Hard 
Complex 
Skill Bases 
Awareness " 
Brawling 13 
Courage 15 
Dodge/Escape 12 
Endurance 15 
Intimidation 15 
Leadership 9 
Resist Coercion 13 
Resist Magic 13 
Riding 14 
Small Blades 11 
Staf/Spear 15 
Swordsmanship 14 
Tactics 12 
Wilderness Survival 11 
Dodge Base 12 
Reposition Base 14 
Block Base 14 
Armor 
30 
Resistances 
None 
Immunities 
None 
Susceptibilities 


Hanged Man's Venom 
Bounty 
1500 Crowns 
Loot 
Vicovarian Blade 
Poniard 
Spear or War Lance 
Nilfgaardian Helm 
Nilfgaardian Plate 
Nilfgaardian Greaves 


Ability: Hammer & Anvil 


A mounted Nilfgaardian knight ignores 
Control checks after using the Ramming 
action. 


Ability: Strike Capability 


Nilfgaardian Knights can choose between a 
Fast Strike and a Strong Strike on their turn, 
just like a player character 


VENGERBERG 


Lore & Behavior (Education DC:16) 

Nilfgaardian knights are the most iconic and terrifying arm of the Imperial 
Army. They favor the heaviest armor and weapons with the goal of breaking 
the enemy as aggressively as possible. Should you find yourself fighting a 
group of mounted Nilfgaardian Knights - I’d recommend against it - your first 
objective is to get them off their mounts. While Nilfgaardian Knights are still 
very capable fighters on the ground, their heavy armor makes them 
vulnerable to more agile opponents. 


Another tactic is through ambushes and setting traps. Try to limit their 
advantage as much as possible. Fight in tough terrain and work on getting 
them off their mount. If dismounted, try to disarm or pin the Knight to the 
ground, making them a vulnerable target. 
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Thank you for reading Vengerberg. This was So here’s what | propose: if you really enjoyed this, 
supposed to be a short maybe 20 paged document, let me know. If you’re interested in adventures and 
but as you’ve probably found out - it isn’t. | decided to the planned second-half of this book, fe/! me. So what 
go all-out and treat you to something special while would have been in the second-half? 

making the document easy on the eyes with Al art or 

art from good artists. Check out below. 


There was more | wanted to include, like adventures 
and whatnot, but as the book edged towards over 80 
pages, | decided enough was enough. 


Aedirn: Cover of the next part if the interest for it is strong enough. 4 One-paged adven- 
turers, one three-paged adventure site, a detailed world map with keys fora GM to runa 


aia hexcrawl in, details about other Aedirnian cities, towns, and villages. Mountains, rivers, 
——_ 


; Zz =lakes, and forest descriptions. Sound nice? Let me know. 


UNOFFICIAL HOMEBREW 
R 


BY DANNYB2525 


The Wandering North: The Living Community server that started this. A welcoming 
 ) community of adult gamers playing a more “hardcore” edition of Witcher set in and around 
TWN Vengerberg. We welcome new and veteran TTRPG players alike; mostly playing on Roll20 
or Foundry VTT. 


alam 


Patreon: | didn’t write Vengerberg to make a profit, but it took time, resources, and a lot of 
coffee. If you like more work like this, consider giving a subscription as low as $1. You'll be 
the first to know what’s coming, get credits, get maps, adventures, and possibily more. 
Maps featured in this book can be found on my Patreon. 


Kofi: lf a monthly subscription is too much, maybe consider leaving a one-time tip on my 


Cp Ko-fi. Every little bit helps. 


Witcher Fan Server: We have the unofficial Witcher TPRG fan server with its own Living 
Community element to it. Here you can meet other fans of the TRPG, find games, share art 
and resources. 
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WELCOME TO VENGERBERG 


The world is on the brink of collapse. 
The Wild Hunt has been seen dancing 
over the sky warning chaos and ruin. 
The Nilfgaardian army has just swept 
through and destroyed almost 
everything. 


You find yourself as a survivor. Maybe 
you hunt monsters. Maybe steal what 
you can to live another day. 


In a world rife with madness, you take it 
on all the same. 


VENGERBERG is a homebrew setting made by fans for 
fans. This is not official content by Rtalsorian games. What 
you’ll find inside these pages is a guide to a homebrew 
version of Vengerberg 1272 full of lore and complete with 
maps and key characters as well as a Bestiary for all your 
disposable NPC needs. 


Consider your stay in Vengerberg. | hear it’s lovely this time 
of year. 


